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At last! ML 

The classic arcade 
coin-op smash 

arrives on the ^ 

SNES- ^ ■ 7 ^ 

Guide Ace through treacherous battles to destroy the inf auto Ray, 
save Earth and rescue Kimmy! 

• Over 50 animations froiTi the coin-op original. 

• Each level to complete in at least 2 different ways. 

• Extra power-ups, lives, weapon^, speed. 

• 14 levels each with unique gameplay. 

• Fly a spaceship through the deadly Power Tube. 

• Using rocket skates, race through a rotating maze. 

• Speed through the motorcycle chasew^ wheel ies and ramps 
•Survive the underwater caves jfr 

with permanent laser fire, r ^ -u- 


Be valiant space warrior 

k THE FATE 6 f THE 
PLANET IS JN^MbM 


ni a g I n e e r 


Distributed by IMAGINEER (UK) Ltd. 

Unit 16, Progress Business Centre, Whittle Parkway, 
Slough, Berkshire SL1 6DQ ' 

Tel: 0753 671686 Fax: 0753 671682 
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ART EDITOR 


ivlarc ixsatinq 

Marc's reading material is 
inevitably mags that no-one has 

I _ ever heard of, let alone seen. The 

rnHl'' most creative page artist this side 
* of the A6 gains his inspiration from 
such publications as How To Set 
Pages In 100 Difficult Stages', Where Hell 
Artwork?' and Add Text Here.' 


CO-ART EDITOR 


I #*lex Jeffries 

J has a profound interest in 
the machinations of British law. 
Obsessed with the Police. Alex 
often checks up on the latest 
legislation in free reading areas in 
—libraries. Currently, he's been 
immersed in Sergeant Black's Guide To Squids'. 


PRODUCTION EDITOR 


Dave -ongworth 

Oxbridge graduate Dave hasn't let 
- living in the real world alter his 

1^- passion for reading student rag 

rnaQS. Day after day. Dave can be 
USa seen sitting cross legged on the 

- floor guffawing at very poor high 

brow gags. He needs a new pair of shoes as well. 


I An-^y Sharg 

Following the suicide of Nirvana 
lead singer and rock idol Kurt 
Cobain. Andy has bought the latest 
^ ^ issues of all the relevant music 
mags. Each page has been 
i - increasingly difficult to read as 

Andy's flowing tears have caused all the print to 
smudge. Nevermind Andy. 
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Despite the dreaded 
winds of change and 
deciine in the market, 
your favourite Super 
Action stiii remains a 
sturdy pubiication and 
wiii do for some time. 
Planet Nintendo.6 

Special ECTS show report showing you all the latest 
video game gossip from around the globe. Bomberman 2, 
Ranma 3, Rise of the Robots - it’s all in here! 

The Incredible Hulk.13 

us Gold’s lean, green, fighting machine storms onto 
your Super Nintendo in this special three page feature. 
Check out the news on the green one inside! 

It Takes Two Baby....44 

Is the second time around ever as good as the original? 
Find out in our comprehensive look at the sequel. 


Are We Having Fun Yet?..48 

Rememher the days when Pac Man was the best game 
avaiiahie? If not check out this feature. 

Ocean’s promo video.60 

Brad Burton spends a day at the studios making an 
exciusive fiim with MTV’s Ray Cokes.Read his story. 

Interactive Football.62 

Your chance to win loads and loads of World Cup-related 
prizes courtesy of Elite. 

Young Merlin Guide.64 

Finaiiy, we finished Virgin’s RPG megafest and kindly drew 
you all the maps. We hope you enjoy it! 

Bazzer’s Tips 0'Doom.....80 

Baz stroiis through Out To Lunch and teiis you where the 
secret doors are and totaliy takes NBA Jam to pieces! 

Buyer’s Index....84 

Another fully updated selection of the finest SNES carts. 

Final Wordz.69 

Barhie shocker, more Manga and The Brand New Heavies 
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THE THINKING MAN’S PUYER’S GUIDE 64 


SPECIAL! 


The summer ECTS 
show allows all the 
software houses in the 
worltl to display their 
wares. This year's 
show was no different. 
We have exclusives 
coming out of our ears 
this month, only in 
Planet Nintendo! 


Elite’s Powerslide was just one of this 
year’s ECTS crowd pullers. Check out 
all the news in this funky London ECTS 
show report starting over the page. 
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REVIEWS 


Magic Boy.......l6 

Platform icon hops his 
way onto your SNES and 
bags some dinosaurs. 


Turn & Burn...l8 

Act out all your Tom 
Cruise fantasies in this 
crazy flight sim. 


X Kaliber....20 

Hack and slash your way 
to victory with 
Activision’s latest. 


AND THE REST... 






Joe & Mac 3..42 

Caveman double act 
storm your Nintendo for 
the third time running. 


Sequels.44 

Alex explores the myth 
known to ail as the 
Dreaded Sequel. Mmm. 


Retro.48 

Is a retro revival in the 
wings? Will Frogger ever 
make a comeback? 


Battle Blaze..22 

Disfigured geeks slap 
and scratch each other 
for a daft laugh. 


Troll lslands..26 

Gametek’s kiddie- 
targeted platformer 
gets a full review. 


WC Striker.....28 

That classic football 
cart has given birth to a 
bouncing baby sim. 


Lester........30 

Bespectacled fop 
lamely crawls his way 
through this pump cart. 


Atom Boy..32 

40-year-old cartoon star 
is given kiss of life by 
Japsters Zamuse. 


FIFA....34 

Ocean’s World Cup 
hopes lie within this 
beauty of a cart. 


Bugs Bunny...36 

Warner Brothers classic 
joins the conversion 
club thanks to Sunsoft. 


D Ball Z 2.38 

Japanese torture 
courtesy of Banda!. 

Play at your own risk! 


Battle Cars....40 

Excellent driving game 
squares up against the 
legendary Mario Kart. 


OTE......69 

The final part in this 
much loved series of 
jokes, jives and junk. 


Crown Jules...74 

Net Attack’s 13-year-oid 
presenter opens her 
mouth and talks to us. 


Hotlme..........76 

Nintendo’s greatest 
gamesters are here just 
to answer your queries. 


LESTER THE UNLIKELY, TURN & BURN, BATTLE BLAZE, BATTLE 
CARS, ATOM BOY, JOE & MAC 3 & DRAGON BALL Z 2 were kindly 
lent to us by the amazing DREAM MACHINES 2. You can find them 
at Boris House, Victoria Road, Hartlepool, Cleveland, or 
alternatively, give them a ring on this number; 

0429 869459 


Jammit!.52 

Virgin’s street 
basketball cart gets 
preview treatment. 


Time Trax.54 

Not an unknown DJ but 
THQ’s latest American 
TV star conversion. 


Sink Or Swim..56 

Roam around a brightly 
coloured boat and save 
people from drowning. 


Kick Off 3.458^ 

The original football 
cart has been remixed 
for the third time. 


Ocean’s MTV 
Experience....60 

Brad Burton and Ray 
Cokes jive each other. 


Interactive 


Football.6: 


Win the World Cup 
thanks to Elite and us. 
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Super Action bring you another 
trip around the wonderfui worid of 
the SNES. The hottest ECTS news 
is cornin’ at ya right here. Don’t 
iook anywhere eise! 


shaped fists and spiked feet. We will 
shortly be visiting the creators of 
Rise Of The Robots in Cheshire to 
chat about how they completed 
such an awesome project. More 
news next Issue. 


V ery soon Chun Li is gonna lose 
her title as 'Sexiest Game 
Sprite' to a hunk of metal. What am 
I talking about? Mirage's impressive 
Rise Of The Robots. 

Who's this hunk of metal? Her 
name is The Supervisor and she's the 
ass kicking computer-generated 


queen of this awesome new combat 
beat 'em up. 

Created by a technique similar to 
the one used in the Terminator 2 
movie, it has taken six months to 
bring The Supervisor to perfection. 

Made from sleek liquid metal, her 
attacking moves include hammer¬ 


Right: One of the most 
visually crazy arcade 
games ever is currentiy 
being coverted for the 
SNES. Mirage’s Rise Of The 
Robots is iooking iike it 
couid be a watershed in 
SNES carts. Stay with 
Super Action - we’ll get 
the hottest news first. 
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RISE OF IHE ROBO 

























GET BRUTAi! 


Brutal, Gametek’s new beat ’em up, is not as 
bad as it sounds, in fact, it’s quite a soft, puffy 
sort of beat ’em up. 


Y ou're not going to 
believe this. Imagine 
the outcome if you blend¬ 
ed Mortal Kombat with 
Laff'A'Iympics. 

That's right! You'd have 
a cart load of cuter-than- 
cute characters with the violent ten¬ 
dencies of Goro. Funnily enough, 
that's what you'd get if you bought 
a copy of Brutal too. 

The bizarre new beat 'em up from 
Gametek offers the punter the 
chance to test his might against such 
strange opponents as Kung Fu 




f 


Bunny, Rhei Rat and Kendo Coyote. 
As per usual, there will be no indica¬ 
tion of blood and guts on screen, 
but the action looks hectic all the 
same! Expect to be bouncing bun¬ 
nies off the pavement and blud¬ 
geoning bears with baseball bats 
some time around July. 


Possum with 


S ome of you may already know this guy. They call 
him the Sparkster and he starred in one of the 
best Mega Drive carts of last year. Rocket Knight 
Adventures. Now he's back to lead his brave army of 
Rocket Knights into battle with the evil dark knight. 
Axle Gear. 

There'll be plenty of hack 'n' slash action, along with 
damn fine graphics and funkadelic sounds. He's all set 
for storming your SNES sometime around October. The 
main sprite is bigger and better moving than his Mega 
Drive counterpart. Watch this space - Konami are the 
software house behind the release. 


I Beiow and ieft: Just 


neediess beating of 
pandas is 
unimaginabie. 
Especiaiiy by a young 
giri with a bionde bob. 


D id Rumiko Takashashi ever 
dream that his quirky charac¬ 
ters featured in the anime comic 
books would develop into a trilo¬ 
gy of SNES carts? Well they have! 
Yes it's true, Ranma 1/2 part three 
should be available around April. 
As you know. Ocean Software 
purchased the rights to the second 
Ranma cart, Ranma 1/2 part two. 


last year and they were responsible 
for its distribution throughout the 
UK. Whether Ocean will have a hand 
in Ranma Super Battle's distribution 
has not been confirmed, but you'll 
be able to get a copy on import any¬ 
way. All the cute characters have 
been enhanced beyond belief and 
now feature their all new power 
moves. More news as we get it. 






WORLD HEROES 
Yes, those of you who 
rushed out and bought a 
copy of World Heroes last 
year on import will soon 
be kicking yourselves 
repeatedly because the 
sequel will be with us 
shortly. World Heroes 2 
features all the tough 
characters from the origi¬ 
nal, plus two all new 
powerhouses. Each fight¬ 
er will have new special 
moves and numerous 
magical powers. With all 
this rolled into one pack¬ 
age, it's got to be an 
unmissable cart for all the 
fans of World Heroes. 

NEW ELITE 

Elite, the amazing home 
computer epic from don- 
keyfkong - boom boom)'s 
years ago, is to be updat¬ 
ed and enhanced for the 
SNES. David Braben and 
Ian Bells' masterpiece of 
trading, colonising, shoot¬ 
ing and docking in space 
looks set to cause as 
much a stir now as it did 
when first released over 
10 years ago. 

The game kicks off with 
a basic spaceship and a 
small amount of money. 
Ship enhancements can 
be bought and the whole 
process of bargaining, 
fighting and scraping a 
living in space begins. 

Solid 3D polygon ships, 
fully rendered planets and 
stars and an ambient 
soundtrack are just a few 
of Elite's excellent list of 
features. Added to the 
original game is a wider 
range of ship equipment 
and special missions. Out 
in time for Christmas, this 
is one product that we are 
gagging for. 
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Above: As well as the array of icons that 
were originally on offer, there's also a 
silver glove that enables you to carry a 
bomb around above your head before 
throwing it. 


S SUPER ACTION 


S peedy Gonzales, a massive 
hit on the Game Boy, is due 
' to hit the SNES this summer. 

The fastest mouse in the world 
(boy, was that Game Boy version 
quick!) must rescue all his friends 
who have been captured by the 
smelly King Rat. 

As balding magician Paul 
Daniels would say, every second 
counts as Speedy launches him¬ 
self over barrier walls, through 
loop-the-loops, across corkscrew 
bridges, away from deadly spikes 
and along rail tracks. 

All of the above is done at 
breakneck speed. 

SunSoft's promo leaflet sug¬ 
gests that the SNES Speedy is an 
action adventure. 

Judging by the screenshots, it 
looks more like Sega's Sonic. But 
better of course. 


uster, Babs, Plucky, Dizzy, lit¬ 
tle Bleeper - they're all ready 
to sprint onto your SNES in anoth¬ 
er Tiny Toon Adventure. 

This time around the Acme kids 
are fooling about Olympic-style, 
with a track & field-type competi¬ 
tion and the prize for winning set 
at a million dollars! 

The problem is, someone put 
Montana Max in charge of it all, 
so the sports festival promises to 
be a real scary affair. 

Two player action will keep you 
glued to your Nintendo as four 
brave athletes take each other on 
over 10 events, all designed to 
show off their unique Tiny Toon 
special abilities. 

The excellent Mode seven flying 
sequences, the weight lifting ses¬ 
sions and a quick-fire bout of ice 
cream tossing had us enticed at 
the ECTS show, as well as rolling 
around laughing. 

There's no firm release date as 
yet, but when Konami do decide 
to tell us rest assured you'll be the 
first to know about it. 


FIRE EVERYONE! 


P ossibly Hudson Soft's greatest 
release to date has been 
revamped and now appears in the 
form of Super Bomberman 2. The 
cart is available through import from 
Japan, but an official UK release 
date shouldn't be far behind as hot 
shots Virgin have snapped up the 
distributing rights in Europe. The 
game now has several characters 
instead of the nameless band of 
four, including punk rock bomber- 
men, old white-bearded bombermen 
and kangeroo-riding bombermen! 
The whole thing looks absolutely 
stunning and is bound to be a sure 
fire hit when it finally reaches our 
shores. More news ASAP. 


Virgin have clinched the deal for Super 
Bomberman 2 and judging by the success 
of the original, they will be rolling in the 
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MOTO X promises to be 
a rip roarin’ ride of a 
game, featuring 
numerous courses, 
severai rad machines to 
ride and the biggest 
prize money ever seen in 
a SNES cart. Maybe. 




R emember the radical BMX sec¬ 
tion in California Games? Well 
imagine that boosted full of 
steroids, mad riders and blocky pix¬ 
els, and something resembling 
MOTO X would be the end product. 

It's a rip roarin' motorbike chase 
with a difference - apparently. There 
are plenty of gorgeously animated 
riders for you to choose from, as 


well as several tougher-than-tough 
courses to contend with. 

Money will be scattered all around 
the race tracks (which include bus 
jumping, dirt track racing and 
asphalt riding), on top of jumps for 
example, and if you jump higher 
than the rest of the greasers, then 
you will recieve the dosh. 

It all promises to be a top laugh 
riot, but you'll have to get ready for 
a long wait, the cart doesn't get 
released until the third quarter of 
94. Bummer dudes! 

If can't be bothered waiting for its 
official UK release, you could always 
take a stroll around your local 
import game emporium and try and 
see if the friendly chap behind the 
counter can get hold of a copy for 
you. We will have more news on 
MOTO X very shortly. 


COME fO BEDROCK 


A S some of you may know, a big budget Hollywood Flintstones movie 
is currently in production. To tie in with the film's release in Europe, 
Sony Imagesoft (the chaps behind such movie conversions as Bram Stoker's 
Dracula, Cliffhanger and Last Action Hero) have snapped up the licence and 
are all set to change the face of cartoon platformers forever. 

The Flintstones will be 
yabba-dabba-dooing there way 
onto the SNES this Christmas. 

Strangely, the developers have taken 
the John Goodman film for their inspi¬ 
ration rather than the eponymous 
Hanna-Barbera cartoon series. 

Solid, shaded characters will replace 
the flatter style of animation seen in 
the cartoon. 

All the usual locations and famil 
iar characters will be present in 
the platform scenario. 

Massive prehistoric animals 
play the parts of the end- 
of-level guardians, 
including a sabre- 
toothed tiger and a 
woolly mammoth. 

Altogether now, 

'WiiiillllmuuuurrrrrI' 
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C ombining a large number of 
video game genres onto one 
cart would surely improve its 
chances of being bought, so why 
has it taken so long to do? 

Accolade have been working on 
such a project for 
quite some time 
now and Fire Team 
Rogue is the end 
result. Flight sim, 
platformer, beat 'em up, 

RPG - they're all ir 
here and it al 
looks cool too. 

You'll have 
the op¬ 


tion of controlling several mystical 
life forms through space and time 
and on to new and strange planets 
and you'll do battle with all who 
reside there. Bubsy 2 was another 
Accolade cart at the show. Now fin¬ 
ished, it looks pretty damn fine. An 
amazing beat 'em up named New 
Breed looked very impressive 
too as we lay about the 
Accolade suite surrounded 
by American programmers, 
gorgeous 'assistants' and 
famous celebs (Harry Enfield, 
Gaz Top etc). 

We will be doing an in- 
depth Accolade feature ASAP, so 
we'll fill you in on all these 
games and everything else 
Accolade has to offer very soon. 


WHOOPS! 

Last month's Super Action had a news 
piece concerning the Live '94 Consumer 
Electronics Show. It said that Nintendo 
would be exhibiting. Well they're not, 
but that's not to say they're any less 
brilliant than they've always been. 


M er. Sounds more like a gift 
from a wise man than a 
forbidding world where swash¬ 
buckling pirates and savage 
natives await your arrival. As the 
dying King Primus' son Ren (not 
Stimpy's crazy buddy), you must 
seek the Rule treasure. Why? So 
the land of Octopon can be 
restored to its former glory. 

Tula, an adventurous heroine 
and Loz, a sly fortune seeker, are 
there to help you In the battle to 
vanquish the evil Lord Bloth and 
his army of ruthless cut-throats. 
The Pirates Of Dark Water Is due 
out this summer. 








Scrapping and 
adventuring in a 
manner that’s 
nothing less than 
glorious is the 
order of the day in 
Pirates Of Darkwater 
from SunSoft. 


Left and above: Already 
looking impressive 
graphically, Pirates Of Dark 
Water could be a biggie. 


IRIIIAM ROeUE 
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Left and above: The 
work that has gone 
into this game’s 
development 
surpasses that of 
many of today’s 
releases. The large 
sketches are an 
indication of the 
attention to detail. 
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The Super Multimate offers 
you total flexibility in bedroom 
furniture. The Super Multimate 
can be whatever you want it 
to be - a Computer Workstation, 
a TV, Video & Hi-fi cabinet - 



For instant ordering call the 
Credit Card Hotline on: 

0891333553 

leaving your name, address and 
telephone number 
— this \A/in be a short call 


DIAMIK 5 YEAR 
NO QUIBBLE GUARANTEE 


TELEPHONE 


SA/1 


SIGNATURE 




you tell us! 

-0- British Manufactured 
-0- High Quality 
-0 Full 5 Year Guarantee 
0- Multi Choice Configurations 
-0 Choice of Colours 
0- Easy Assembly 
0- Expandable Modular Design 


Calls charged at 39p per minute cheap rate, 

49p per minute at ail other times 

To order your Super Multimate, 
or to receive more information, complete 
coupon below and post to: 

Diamik Consumer Products, Export House, 
Donisthorpe Street, Leeds LS10 1PL. 

Super Multimate is a Trade Mark of Diamik Consumer Products Division 


The concept is simple - buy the 
Super Multimate and create your 
own configurations. We reckon 
there are 20 options - probably 
more! Within a matter of minutes 
you can have a completely new look 
to your Super Multimate. 


To: Diamik Consumer Products, Export House, 
Donisthorpe Street, Leeds LS10 1PL. 

Please send me.Super Multi mate/s 

at £98.13 each, inclusive of VAT and carriage*. 


UK Mainland only. 

PLEASE TICK APPROPRIATE BOX BELOW 


Colour: [D Black P] Red Q Yellow. 

I I I enclose a cheque or postal order for 

£ . 

I I Please charge my Access/ 
Mastercard/Visa Card No: 


Card Expiry Date././. 

I I Please send me more information on the 
Super Multimate. 

NOTE: When paying by personal cheque, please write your 
cheque guarantee card number and expiry date on the reverse of 
the cheque. Please make cheques payable to: DIAMIK LTD. 

NAME _ 

ADDRESS 

POSTCODE 






























































0839 4040 ^ 


0839 404091 


local 


ttlTH £ 2 STIU TRTH 
OF GOmCS! 
0830 004006 




NINTENDO 
0839 404094 0839 404097 


Amiga CD-32 

0839 404090 


MEGADRIVE 
0839 404084 


ADVENTURE 

0839 404092 


Instant Win 


JASUAR 

The! new 64-bi t wonier!! 

0839 404085 


OFJPOKTS 
0839 404093 


Calls cost 39p per min cheap rate 49p per min other times. Max possible cost £3.68. Please be sure you have permission to make this call Competitions close 315.94 and again on 318.94 or as stated All competitions 
have six multiple choice questions and tiebreaker. Where Instant Win is indicated there is no tiebreaker and prizewinners are determined by playing a deciding game. Amigq/Jaguar/Suzuki Vitara are all registered trademarks 
of their respective companies. We are neither related to nor endorsed by them For rules and winners names please send ^ to InfoMedia Services Ltd, PO Box 28, Northampton NNl 5DS. 
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US Gold’s The Incredible Hulk will 
be with us soon. Untii then, here 
are some more screenshots and 
profiies of aii the Super Viiiains. 




_ 0 

A S The Incredible Hulk is a 
complete and utter Marvel 
licence, US Gold have 
been given loads of infor¬ 
mation direct from the Marvel 
headquarters in America. Readers 
of Marvel comics and fans of Super 
Heroes and Super Villains every¬ 
where we salute you with this 


completely comprehensive guide to 
the Hulk's major foes. 

Before you are treated to the 
hard game facts however, you may 
be interested to know a little about 
the sort of things the Hulk's foes 
have got up to in the past and in 
which mags they featured. 

The Abomination first appeared 
in Tales To Astonish #90 in which 
he gained superhuman powers via 
Bruce Banner's gamma ray 
machine. He was defeated by the 
Hulk and taken by the Stranger to 
his laboratory world. 

He returned to Earth with the 
help of a coven of witches to scrap 


with the Silver Surfer in Silver 
Surfer #12. He reappeared in Thor 
#178 in an attempt to escape from 
Stranger's world. 

But it wasn't until Incredible Hulk 
#137 that the Abomination's near¬ 
constant battle with the Hulk 
began in earnest when Xeron the 
Star-Slayer recruited him. He has 
since appeared in numerous edi¬ 
tions of The Incredible Hulk and 
also in West Coast Avengers, 
Amazing Spider-Man annual and 
Solo Avengers. 

The Absorbing Man made his 
debut in issue #114 of Journey Into 
Mystery. He was given his powers 
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I version of the 
Hulk we saw 
last was heavily 
bugged. Only 
around 60% 
finished, the 
Hulk sometimes 
turns brown 
while keeping 
his enormous 












by Loki, he fought Thor but lost. 
His first spot of pagga with the 
Hulk ended when he was crushed 
under a collapsing mountain. Since 
then, he's gone on to bug the Hulk 
and Thor on numerous occasions. 

The Rhino, however, tends to kick 
it off against Spider-Man as much 
as the Hulk. In fact, he debuted in 
Amazing Spider-Man #41, but his 
origin was not revealed until two 
issues later. 

The Leader revived the Rhino and 
increased his strength in Incredible 
Hulk #104 after an accident involv¬ 
ing the Hulk and an exploding fuel 
truck in Incredible Hulk #124. 

Of all of the Hulk's foes, Tyrannus 
has to be the most mysterious. 
Although he first appeared as long 
ago as Incredible Hulk Vol. 1 #5, his 
origin is as yet unrevealed. 


He has since battled with the 
best of 'em, including the Fantastic 
Four and Spider-Man. Finally we 
come to the leader of this grue¬ 
some gang of four, real name 
Samuel Sterns, Super Villain title, 
wait for it... The Leader was first 
seen in Tales To Astonish #62 and 
his origin was revealed the follow¬ 
ing issue. Incredibly, he has never 
fought against web slinger Spider- 
Man but his battles with the Hulk 
are almost legendary. 

Virtually all his appearances have 
been in the Incredible Hulk's own 
comic, although he has been 
known to raise his ugly, elongated 
head in Tales To Astonish. The 
game's storyline continues where 
the comics left off. 

As well as the aforementioned 
tricky tribe. The Leader has also 


called upon a huge Robochemical 
army of world crushing strength. 

The Hulk has always managed to 
defeat them all after titanic strug¬ 
gles. Whether he can do so again in 
the SNES incarnation is entirely in 
your hands. Don't make him angry 
and may the gamma be with you! 
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These Super Villains 
are unbelievable. 
Absorbing Man, for 
example, became a 
nutter by drinking 
water laced with an 
enchanted potion 
composed of rare 
Asgardian herbs. No 
wonder he’s hard - 
don’t mess with him. 
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The infamous Water World stage where blocks vapourise the moment you think you’re doing well. 


C rystal Maze chrome dome 
Richard O'Brien would 
love this. Magic Boy's the 
perfect excuse for people 
to crowd around the SNES and yell 
incomprehensible 'advice' at you. 
Then, when you die, they console 
you in a patronising manner when 
you know full well they're thinking 
'I could have done that easily - 
you're so crap and stupid.' 

Filling Magic Boy's red boots and 
kicking off in Sand Land, your task 
is to stun animals, bag them, then 
throw them behind bars. The scene 
is a dreamy vision of Egypt with 


snakes, blue dinosaurs and buz¬ 
zards playing the enemy. 

The scrolling play area is rectan¬ 
gular, a couple of screens wide and 
about four tall. There are Pac Man- 
esque exits running parallel to each 
other at either side. The usual 
method of completing a level is to 
work your way up the screen to 
bag all the necessary animals. 

Although none of this is particu¬ 
larly original, there are several fea¬ 
tures which all add to the 
gameplay. For example, there is a 
hidden time limit within which you 
must capture the wildlife. If you 



Six pairs of eyes signify that all this Sand Land stage’s animals have been captured. 



Above this section is a set of pneumatic 
stampers that are well hard to get past. 
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The summit of one of Sand Land’s stages. All 
the animals have been incarcerated. 



JVC • £44.99 •1-2 PLAYERS 



Magic Boy Hewlett, a 
caped crusader for the 
90s, has been tarnished 
with a kink name but. 


thank God, blessed with a 
brilliant game. 


ALEX 


A crab has been bagged, but not yet sent to 
prison, as signified at the foot of the screen. 


dally for too long trying to capture 
the later fauna, the previously 
incarcerated animals begin to 
escape, reappearing where they 
roamed before they were caught. 

All of Magic Boy's functions are 
simple to carry out, courtesy of an 
eminently simple and responsive 
control system. The B button 
makes him jump, both A and Y fire 
and X throws the bagged animal 
into prison. The method of stun, 
walk over and drop soon becomes 
a reflex action. 

A novel touch in between 
attempting sections is that you are 
given the choice between four dif¬ 
ferent levels. For example, when 
you first prepare to play you can 
try any of the first four levels in 
Sand Land. When all four have 
been completed, in whatever order 
you fancy, the next four levels are 
then up for conquering. This pat¬ 
tern continues throughout. 

There are four worlds to com¬ 
plete once you know what you're 
doing. Each has 16 stages, but 
when eight have been completed 
you move on to another world. So 
the whole game is broken up into 
eight sections of eight levels with 


Some of the creative additives - sliding ice, 
springs and conveyor belts. 

the second set of worlds being the 
original ones revisited with 
tougher courses and more antago¬ 
nistic animals. 

All four worlds are beautifully 
drawn and packed with cute ene¬ 
mies. They provide a new chal¬ 
lenge every time. Although certain 
tactics must be applied consistent¬ 
ly to each stage. Magic Boy is by 
no means a game that can only be 
beaten by sticking to a single rigid 
formulaic path. 

In Wet World, for example, 
vaporous blocks solidify every now 



Aaaarrgghh! The birds! Okay, it’s not quite 
Hitchcock, but it’s almost as harsh. 



moaammmm. 


The potion has been picked up to plunge Sand 
Land into temporary darkness. 



A dead bird awaiting its fate. Go right and 
down to face a green gargoyle. 
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you to progress, 
and whichever path 
you choose to take, 
speed, dexterity and platform play¬ 
ing skill are always important. 
Many of the stages can only be fin¬ 
ished by trial and error, but they 
never become laborious. 

With only three lives and two 
continues, a lot of time will have to 
be spent playing Magic Boy to 
complete it. But blasting away at 
rocks often reveals bonuses, some 
in the shape of letters to make the 
traditional 'extra' and, less often, a 
miniaturised version of yourself is 
uncovered. Grab it while you can - 
it disappears after a few seconds. 


From the murky, shark-infested 
depths of Wet World to the anaes¬ 
thetised, metallic starkness of 
Future Zone, all four worlds are 
visual treats. In Robocod-like 
Plastic Place, the one location 
haven't yet mentioned, it's almost 
a shame to stun the teddy bears, 
dogs and mice into submission. 

And finally, some chat for the 
spods. Magic Boy uses 'rainbow 
fade' which is a graphical trick 
allowing feint shadows to float 
around and 200 colours to be dis¬ 
played on screen at any given 
moment. This adds ambience and 
dreaminess beyond the boundaries 
of the standard fare. 




With elements of 
Pierre Le Chef and 
Lost Vikings on the 
SHES and Monster 
Business on the 

Amiga, Magic Boy’s influences are all 
good ’uns. Until now, JVC were 
renowned only for their Star Wars 
double act. Magic Boy both enhances 
their line up and shows that they are 
capable of producing quality software 
outside the Dagobah System. 

Never since Robocod has there 
been such a bright, breezy and 
colourful romp. The graphic artists 
deserve particular respect for four 
intricate, contrasting scenarios and 
some of the cutest sprites outside of 
Super Mario World. 

The whole Magic Boy package 
screams VFM and in a country where 
it’s hard to buy a loaf of bread and a 
pint of milk for less than a quid, this 
has to be a good thing. 


mtyommmmm- 


lOmmmmmmm I 

The pneumatic stampers on this stage are a 
right pain. Timing and dexterity are essential. 


Some of the hardest stages feature side-on springs that send you flying in all 
directions. Look at that worried expression! 




GRAPHICS 

The 'rainbow fade' is the icing on a 
delicious graphical cake. 


SONICS 

Something that you can hum to 
cheer you up. Treat spot effects. 


LIFE SPAN 

I bet you can't do stage blah 
again.' It's one of those. 


GAMEPLAY 

A combo of platform and strategy 
and a decent difficulty level. 


^VERALL 











Plastic Place is like Legoland. Nearly all of 
those platforms once had cuddly animals on. Future Zone is packed with rockets, robots, disappearing blocks and thin ice. 
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The AWACS long range radar shows all objects 
in the surrounding areas. 


Coming in to land is not as complicated as it 
may look. Simply keep the speed down and 
follow the line displayed on the computer. 

A nice touch is the inclusion of an 
on-board, nose-mounted camera 
which shows video sequences of, 
and allows you to revel in, all your 
killings. We live in a sick world. 

This game is a visual treat and I 
was initially left in awe at the super 
fast pace and sleek scrolling. But 
once I had completed a couple of 
missions, a distinctive feeling of 
boredom began to creep in. 
Constantly chasing Mig-29s around 
appeared like a lot of fun to start 
with but it soon became intensely 
annoying. Admittedly the monoto¬ 
ny of flying over a never changing 
ocean was interspersed with 
moments of minor excitement such 
as dispatching ECMs to destroy 
enemy guided missiles but these 
were hardly earth shattering. 

Even the landing, traditionally the 
tricky bit in most flight simulators, 
was like falling off a log. Simply 
aiming your Tomcat in the general 
direction of the carrier and slowing 
down seemed to suffice. Call me 
old fashioned, but I feel that land¬ 
ing a multi-million dollar piece of 
finely tuned killing machine on a 
runway no bigger than a small cul- 


E vents in the Mediterranean 
have led to political and mil¬ 
itary instability. A no-fly 
zone has been created in the 
surrounding air space to try and 
stem the flow of military hardware 
in and out. Naval intelligence has 
reported that one of the nations in 
the locality has repeatedly tested 
the strength of this flight ban by 
arming and flying its Soviet-built 
Mig-29s as an act of aggression. 


There are no peace agreements 
or chances of reconciliation with 
the bogey here. Your mission is 
simple - take off from your carrier 
and engage the enemy Migs in an 
attempt to uphold the designated 
no-fly zone and maintain peace in 
this volatile region. 

To help you persuade the enemy 
that flying in the no-fly zone isn't a 
good idea, your tomcat is armed 
with all the latest avionic weapons. 

20mm cannons. 
Sidewinder infra¬ 
red missiles. 
Sparrow radar- 
guided missiles, 
and, of course, 
Phoenix 'fire-and- 
forget' missiles, 
they're all here for 
you to play with. 

Any potential 
enemies are target¬ 
ed using the 
AWACS operational 
radar grid. This 
monitors all aircraft 


The Mig goes up in flames following your hunt- 
and‘destroy mission. There’s no time to revel 
though, there are other bogeys around. 

within the area of operations and 
gives you an indication of their 
position and altitude in relation to 
yourself and your carrier. In addi¬ 
tion, a variety of close range radar 
systems give you a more accurate 
view as to the whereabouts of any 
enemy aircraft in the vicinity. 


COCKPIT CONTROL PANEL 


\\ } ’Ay I 


1. The horizontal situation display 
shows the F-14's position in relation 
to the horizon. 

2. The cockpit computer display indi¬ 
cates the status of all on board sys¬ 
tems from any long range radar 
tracking to video replays of your kills. 

3. The engine thrust gauge displays 
the percentage of engine thrust cur¬ 
rently being used. Afterburners 
engage automatically over 100%. 

4. The F-14 lock-on indicator will 
show when an enemy has been target¬ 
ed and can be destroyed. 

5. Weapon status display shows the 
weapon currently selected and the 
number of rounds remaining. 


By looking over your shoulder 
you can witness the ECMs 
destroy any 


How do you fancy 16 Megs 
of supersonic, F-14 Tomcat 
jet fighter action on your 
Super Nintendo? Sounds a 
iittie dubious doesn’t it? Weii 


beiieve it or not... it is! 


NEIL 


SOLUTE • £44.99 • 1 PLAYER 
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Run out of 
fuel or get hit 
too many 
times and it's 
swimming 
lessons for 
you sunshine. 


Left: Your carrier is a 
welcome sight at the end of a 
mission. Right: The yideo 
display of a Mig-29 getting 
blasted to oblivion. 


Each mission begins with a briefing session 
laying out your goals and indicating any 
potential dangers that may lie ahead. 


Hen she Is. What a beauty. 
Your sleek swing wing F-14 
Tomcat Is a lean mean 
ngMhigmaehh,^^ 




de-sac is probably more complicat¬ 
ed than this game makes out. 

This is the crux of the problem 
with Turn and Burn. Tm not sure 
whether it's a flight simulator or an 
arcade game. Either way it doesn't 
quite make it, rather it drifts aim¬ 
lessly in the grey areas somewhere 
between the two. With the huge 
attention to detail in certain sec¬ 
tions of the game such as the air- 
to-air combat, it seems odd that 
the other areas are so basic or 
straightforward. 

By the end of only the third mis¬ 
sion I was becoming a little tired of 
the same old graphics and 
sequences. The only difference 
between the missions seemed to 
be the colour of the sky. You're 
either shooting Migs in a red sky or 
shooting them in a blue sky. Yawn. 

With fully rotational mode 7 
graphics, a detailed 'in cockpit' 
view, and exciting graphic 
sequences, a quick look at this 
should have you reaching for your 
cheque book. But wait! This is one 
of those games that fails to make 
its mark in terms of longevity and 
gameplay. Consequently I was left 
feeling extremely disappointed 
with this cart and / didn't pay £50 
to play it, so take heed. 

Sixteen Megs of action sounds 
wonderful doesn't it? But as with 
so many games the reality of the 


situation is far from wonderful. If 
you're into flight sims then this 
does offer some entertainment but 
even then this is a definite 'play 
before you pay' game. 


Below: The air-to-air 
refuelling process is tricky to 
master. Below that: The 
aircraft prepares for take off. 
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The screen shots on 
the hox give you the 
impression that this is 
■■■ r* — going to be compara¬ 
ble to a PC flight sim. 
After a couple of plays however, 
you’ll begin to realise that this really 
isn’t the case. There are some great 
graphic sequences but they are 
repeated time and time again until 
they become at best tiresome. 

There’s plenty of turning and burn¬ 
ing but sadly not much else. By let¬ 
ting the enemy flypast, then turning 
round and chasing them, you’ll get 
them every time. Not a challenging 
game at all. It’s far too simplistic. 


HEftOCstifiRTEFiS 

COMCsfiT filR PfeTROL REFORTS: HRVE 
IMDICRTTEO THRT 5 t-irOS ORE 
CURF EMTLV RZR3CHRHE IR TWIS 
SE'rrcR. 


One of those visualfjf 
impressive scenes - the pilot 
looking back at the carrier he 
has just taken off from. 


GRAPHICS 


Initially very impressive but 
ultimately the same throughout. 


SONICS 


There's not a great deal to say about 
them. They’re just adequate. 


LIFE SPAN 


Becomes too repetitive after only a 
couple of missions. 


GAMEPLAY 


It's basic. Just fly turn and shoot 
That’s about it really. 


OVERALL 



1 ? 
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Below: You are 
now witnessing 
the death of 
Chainsaw: Evil 
end of level dude 
numher 3. 


Left: it’s Lesl He likes the 
spirit level, hates cress 
and is never seen without 
his pocket full of hiros. 
"What’s at the end of the 
sword, Slash?" etc... 


SPECIAL MOVE MO. 1: Energy holt of fury. This 
will knock all comers to the Boor. Honest. 


SPECIAL MOVE NO.2: Average sword swipe. Cut 
up your opponents with a single slash. 


Above: Evil droids at four o’clock! No problem 
to Slash, he’s a wizard with a blade. 

L ife has ground to a standstill, 
there are no jobs for anyone 
anymore and warlords are 
dividing the globe... no, this 
isn't an average day in Birmingham 
-this is the future! 

There's a mean dude in town who 
goes by the name of Raptor and his 
army of bloodthirsty Morphs 


The year is 2097, the city 
is overrun with mad men 
and you’ve got the biggest 
broadsword in the busi¬ 
ness. It’s time to hack ’n’ slash 
your way to victory boy. JAY 


(mutant shapeshifters) are current¬ 
ly residing in Neo New York and are 
planning on taking it over. 

But, as with all game plots that 
feature a devilish bad guy, there's a 
hero in the distance. Slash isn't the 
long haired lead guitarist from 
Guns 'n' Roses, oh no, this guy is a 
jet set special agent who also hap¬ 
pens to be one of the two surviving 
members of Neo New York's 
Special Forces Unit. Cool 

Slash is fortunately armed with 
X-Kaliber - a mythical, bolt shoot¬ 
ing blade of extreme power (how 
handy) and this weapon has the 
ability to slice Raptor's Morphs into 
bite size little tit bits. The thing is. 
Raptor knows full well that he can¬ 
not get rid of Slash, so the next 
best thing is to steal his blade. 

Hang on, shouldn't there be some 
kind of kidnapped robo-babe in this 
game, to give Slash some inclina¬ 
tion and enthusiasm to be both¬ 
ered with all this Neo tomfoolery? 
And so there is! Alix is her name 
and guess what? Yep, she's the 
other surviving special agent. What 
a small world we live in. So, to 
recap. Raptor is the bad guy. Slash 


is the hero and Alix is the damsel in 
distress. Got that? Good. Now I can 
get on with slagging the game off - 
only joking! Or am I? Anyway, you 
are responsible for guiding Slash 
and his almighty blade around sev¬ 
eral gruelling levels. 

You're given a choice of difficulty 
levels to begin with, so it's best to 
start off on the easy one eh? Right 
then, off we go! It's your basic side 
scrolling hack 'em up really. 

All the usual robotised dweebs 
are in here to hinder your progress 
and zap your energy, as are the 
dreaded end of level guardians. 

Most of your enemies are fairly 
simple to get rid of, especially if 
you've got your trusty sword at 
hand. One swipe of the glimmering 
blade will slice the mutant 
shapeshifters (I prefer calling them 
that instead of Morphs - that name 
instantly reminds me of Tony Hart 
and Mr Bennett) in two, whereas 
your thrust move will knock them 
to the floor in seconds. 

You are equipped with a super 
duper energy blast, which will 
remove all offending spods from 
the screen in a single swipe. And 


Left: Hack at Chainsaw 
for a short while and 
he’ll change into this 
beast of a man. 
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SPECIAL MOVE N0.3: Sonic slabber. Thrust 
your blade in deep and watch him die quickly. 


SPECIAL MOVE NO.4: Sonic Parry of Doom. 
Well actually, it’s just a blocking move. 


i 



Right: The dark, 
mysterious city 
backdrops 
throughout the 
game are dead 
realistic. Alex gets 
very scared whilst 
playing this cart. 





LIFE SPAN/// 

A few well spent hours and you’ll 
do it. It’s still nice though. 




GAMEPLAY//i 

Hack, slash, jump, parry - second 
nature baby, second nature... 


{^1 


Above: The red monster you see before you 
started out as Les, Vic Reeves’ silent 
assistant. If you don’t believe me, ask Alex. 


OVERALL 82% 


^ X This is okay, it might 
V L'Cn terrific, but 

the overaii piayabiiity 
^ jg „gfy strong, i 

iririiriTTii'~ wouidn’t go out of my 

way to buy this cart, but i suppose it 
wouid make a nice present if someone 
was feeiing extra generous. 

Next to the tikes of Finat Fight and 
Batman Returns, this side scroiiing 
hack ’em up works quite weii. As i’ve 
said, this is not an awesome visuai 
treat but if you took hard enough 
you’tt find there is a haif decent game 
inside this one, desperateiy battiing 
its way out of the box. 


Above: Oh Slash, you’re 
sooooo dreamy - not! Laugh 
your pants off as Slash falls 
into the flames and burns 
himself to a cinder! Ha ha! 


ACTIVISION • £44.95 01-2 PLAYERS 


Above: The Rocketeer steams past and drops a 
couple of bombs your way. Below: Chainsaw 
gets it on with Slash the smart ass. 


GRAPHICS///(80)// 

Rather old school in appearance, ^ 

but everything works just fine. 

SONICS///////(8^(f 

Features five 'slamming teckno ^ 

tracks' by Psykosonik. Really? 


cool and you'll do just fine. It's all 
very straight forward and I'm quite 
confident in saying that most of 
you reading this will be able to 
complete this game without even 
breaking into a mild sweat. 

The harder optional difficulty lev¬ 
els are obviously harder than the 
simple ones, but once you've been 
there and done that, could you 
honestly say that you'd go back for 
another endless bout of sword 
swinging pagga? I think not. 


basically, that's It. You run to the 
right, slash a couple of mutants, 
move to the left, parry, and do it all 
again. Six enthralling levels lie 
before you, each one with its own 
guardian. They range from the 
Blanka rip off. Tattoo, to the attrac¬ 
tively sounding Spuke, who, 
believe it or not, pukes bright blue 
goo in your direction. Keep your 
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Right: Ronny Scroll makes 
his mouth go in between 
houts. What a nimrod. 




Left: Gustoff doing a bit of flinging 
in his own backyard - the chicken 
ranch. 1 recommend It, there’s a 
fine menu. 






E very job has its bad points 
and this is one of them - 
reviewing games that stink 
of the river Styx after 
Charon has been seasick into it. 
Initially, only initially may I add, 
BattleBlaze looks promising. 

Each character is well drawn and 
animated and some of the back¬ 
grounds are almost as impressive 
as those seen in Streetfighter 2. 

Five minutes later, it becomes 
blatantly obvious that all the work 
in development was put into the 
graphics. Someone, somewhere 
along the development line, called 
a halt to BattleBlaze and decreed 
that it was good enough for 
release. 

I pity the poor fools who have 
been duped into buying this pitiful 
excuse for a SNES game. British 
software houses heed this warning. 
Don't even think about licensing 


Right: The most 
typical screenshot 
of BattleBlaze, 
Tesya vigorously 
knifing someone 
in the armpit for 
no apparent 
reason. 


Right: This is how you look when 
you cop it. Gutted, I really am. Go 
on, stick that sword in your belly. / 
dare you. 


SAMMYm £49.99 • 1 - 2 PLAYERS 

Three cheers for Sammy’s 
BattleBlaze! It’s a versus 
beat ’em up set in mytho¬ 
logical times that makes 
Dragon Ball Z look decent. 


Get the picture? 


ALEX 


this for our consumption. The 
British public have to suffer enough 
crap as it is. 

Furthermore, it's hard to compre¬ 
hend how on earth BattleBlaze got 
past Nintendo's watchful eye. 
Nintendo aren't renowned for mak¬ 
ing mistakes, so this must be the 
exception to prove the rule. 

This is a game that gives the ini¬ 
tial impression of a Ray 
Harryhausen movie (Jason and the 


Argonauts, Clash of the Titans) but 
turns out to have the longevity of a 
fly in a Vapona factory. 

Why is it so bad? For a start there 
isn't an option screen, so there's 
only one difficulty level. 

There are only six characters to 
choose from, two of which are 
identical apart from the colour of 
their clothes. There are only two 
attack buttons and every beat 'em 
up worth its salt has at least four. 


But let's take a break from all this 
gloom and doom harshness. It's 
now time for a shock admission. 
I'm not very good at SNES games 
at all. 

Shocked? There's more. I com¬ 
pleted BattleBlaze without losing a 
bout in less than half an hour using 
only one move. It's true. Any disbe¬ 
lievers can bring a copy along and 
I'll show them. The copy I played 
has been sent packing. 
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Left: The most impressive 
scenario in BattleBlaze. The 
water ripples and the clouds 
float softly hy as the skull 
chuckles. 




Right: Shnouzer’s leaping attack is nice 
to look at but easy to avoid. 




Imagine a really bad 
game, multiply this by 
a few thousand and 
you're getting the idea 
of how bad BattleBlaze 
really is. 

There is no gameplay 
whatsoever and no longevi 
ty for that matter. It gives the 
beat 'em up genre, the SNES and 
the video game industry in general 
a bad name. 

Everyone needs to be warned 
about BattleBlaze. There's no way 
in the world I could possibly recom¬ 
mend this nonsense to anyone, 
unless I particularly hated them. 
Have you ever heard of Paul Calf? 
He's a comedian with a three word 
catchphrase which sums up 
BattleBlaze beautifully. 

I won't repeat it because it con¬ 
tains a rude word, the use of which 
is neither big nor clever - a bit like 
BattleBlaze really. 


Tr believe me. If I was a 

reader of a SNES mag 
fffgf recommended 
this I’d feel betrayed. It’s very poor. 

If this was a football team it would 
be Wigan Athletic. If it was a bike it 
would be a seatless unicycle with a 
Nat tyre. If it was a duck it would 
have no feathers and drown. If it was 
a pub it wouldn’t sell beer. If it was a 
record it would be the Birdie Song, 
etc. It’s that bad. 

My sincere condolences go out to 
anyone who has bought BattleBlaze. 
The only comfort I can offer you is 
that you’ll never buy such a load of 
pap again. A quick word for our 
French readers - BattleBlaze est un 
grand tour de merde. 


Above: Stomp on his 
head! Trample his groin! 
When you win, the dead 
opponent’s spirit rises up 
and swirls away. 


mj 


lOVERAU 


REVIEW 


eRAPHICS///(87)// 

They save BattleBlaze from getting ^ 

the worst score in SA ever. I 

SONICS///////(4^/ 

The effects are funny, but only ^ 

because of their sheer nougatity. 

LIFE SPAN///(l^7 

The easiest and most boring SNES X^—^/ 
game I've ever played. L 

gameplay//(09)/ 

Surely nothing on the SNES can be X^ ^ 
less playable than this. T 








This has to be the most boring, 
unchallenging versus beat 'em up 
ever. Anyone who has ever read 
Super Action before will know that 
I very rarely slag games off. 

BattleBlaze deserves credit for 
the backgrounds, some of the char¬ 
acters, the animation and nothing 
else. If the graphics had been as 
pump as the rest of the game. I'd 
have struggled to find anything 
worth a percentage point. 


should^ 


^he chida used to campiraew# 
. Dsiag her lunging knife attasfc, 
Mjiyttg of the compiler opinneidi, I 
imisses a fireball. 




helps keep his opi»iienie4iBa|. 
eoiai move is the most impressive btlheri 
ith a casual flick, he wraps'you around hn 
and sends you flying. ^ i 
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win win win win win win win win win win win win 



Red Five, Tm going in... or am I? Yes, 
ifs competition time again and this 
month we've got a multitude of Super 
Empire Strikes Back related goodies 
for you to win. Two copies of the 
classic Super Star Wars are up for 
grabs, as are two copies of 


JVC's latest offering. Super Empire ^ 
Strikes Back. Plus, on top of all that, 
we've got five exclusive Super Empire 
T shirts to give away too! Just answer 
the questions below and you could be 
a winner. Use thg force Luke... erm, on 
second thoyghts... don'tt 




Q1) Name the bounty hunter who 
imprisoned Han Solo in carbon? 

a) Boba Fett 

b) Baba foot 

c) Bobdobba Una 


Q2) Who is Luke Skywalker's dad? 

a) Darth Vader 

b) Clive Dunn 

c) Gavin White 


Q3) Mel Brooks made a spoof movie 
based loosely on the Star Wars trilo¬ 
gies. What was it? 

a) Space Balis 

b) Star Whores 

c) Return to Kings Quest 6 


- 



CLOSING DATE 
1 MAY 


Send your entries to: 

My answers are: 

JVC COMPO 

. o 

NAME . EUROPA HOUSE 

ADDRESS . ADUNGTON PARK 

. MACCLESFIELD 

. SK10 4NP 

POST CODE . . □ / DO NOT WISH TO RECEIVE 

TP I PROMOTIONAL MA TERIAL FROM 

■ . OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into. 
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Win win win win 


































SUPER ACTION 

“Why more Nintendo games can’t 
be this smooth is beyond me!” 


j GAMETEK 


AMERICAN SOFTWORKS CORP 


GAMETEK (UK) LIMriED, 5 Bath Road, Slough, Berkshire, SL1 3UA 

ASC"^ is a trademail^ of American Softvw)^ “Super Trdllslarxls"nanr]earKjartwori< is the property of American Softwori^ 

Distributed under licence from Russ Benie and Company Inc, Oakland, NJ. Images of Troll characters © Russ Benie and Company. 

E&OE 





REVIEW UilomcMi 


GAMETEK • £49,99 • 1 PLAYER 
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» |J Platform freaks around the 
r globe - beware! Gametek 
I mean business with their 
111 latest Nintendo release. 
Here come the Trolls in what looks 
to be one of the fastest moving 


SNES games yet. 


NEIL 



With only a loose grip on the rope it could all 
end in tears for pink troll. 



Leave the trolls for a few seconds and they 
begin to smile inanely at you. 



Colour the land with your magic feet and rid 
troll islands of the evil mist. 


L ove 'em or hate 'em the 
Trolls are seriously big busi¬ 
ness. The small plastic 
objects that have adorned 
pencil tips and superstitious stu¬ 
dents exam desks for years have 
spawned countless merchandising 
deals and off-shoot products. 

To follow in the long line of these 
marketing ploys the Trolls hit the 
SNES full on in this latest platform 
cart from Gametek. Hold on one 
second though. What's this? Why I 
think it's... No, it can't be. Surely 
not? Can it? Yes! Yes it is, I know 
it's a platform game but this one 
is... dare I say it, good! 

Difficult to believe? Weil maybe, 
but it's true I tell you! You have no 
idea how much it grieves me to say 
this about a platform game, but 
this is one of the fastest smoothest 
games I've ever seen on the Super 
Nintendo, and what a refreshing 
change it makes too. 

Were not talking earth shattering 
originality or orgasmic gameplay 
here you understand but all the 
same, something that stands out 
from the crowd (for good reasons) 
deserves some praise at least. 

The five Troll Islands have been 
plunged into eternal Darkness by 
an Evil Overlord who has utilised 
the power of the elemental forces 
(fire, earth, air and water) to main¬ 
tain his tyrannical grip over the 
land. Albert, the wisest and most 
magical Troll ever, has hand picked 
a team of four Trolls to do battle 
with the Overlord and restore the 
life, thus giving an endless amount 
light to their homes. 

Each member of this crack Troll 
S.W.A.T. team has been bestowed 
with a special power to make the 
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Jump on one of the beds to alternate between 
the different trolls. 

battle with the darkness a little less 
taxing. The four Trolls are distin¬ 
guished by their hair colour and 
their powers range from great 
strength to great speed and agility. 
Each Troll will be particularly effec¬ 
tive in certain situations and you 
must toggle between them as vari¬ 
ous problems arise. 

All the Trolls have the ability to 
throw custard pies at any foe. This 
will temporarily immobilize the 
beast and if you walk into it, the 
Troll will eat it, ridding it from the 
Island forever. It is also possible to 
throw collected icons at any of the 
baddies, though some may require 
more hits than others. 

The five Troll Islands- forest, 
beach, castle, outer space and 
weird - each have ten levels of plat¬ 
form play area for you to battle 
through. There are also ten hidden 
parties for you to attend within 
these levels. If you perform a spe¬ 
cific task you will automatically 
enter the party level and here you 
must collect all the bonuses avail¬ 
able within in a certain time limit. 

If you manage to do so you will 
be transported to the next level on 
that Island. It's safe to say that 
there are a fair few levels of action 
and plenty of platform puzzlers to 
sink your teeth into. 

Graphically Super Troll Islands is 
a bit of a treat. As our little pals 
walk over the barren, monochrome 


Push the blocks down the holes to avoid the 
spikes at the bottom. 

landscape they change it into a 
visual feast of bright colours. 

The sprites demonstrate some of 
the smoothest animation I've seen 
on the SNES in some time, but by 
far the best thing about this game 
is the speed at which you can play. 

The velvety scrolling means that 
there are no glitches or slow down 
as you move into areas of high 
activity and this really makes the 
game in my opinion. 

Super Troll Islands, doesn't really 
register on the all time classic 
scale, but it certainly stands head 
and shoulders above all those plat¬ 
form games that reside in the bow¬ 
els of SNES hell. Overall it's a fast 
paced, neat little game. 




There’S literally hours of fun to be had 
changing the direction of the troll’s hair. 


Arrrrgh! Ugly little spud ain't he? Loveable and 
cute? I think not! 


As you colour in blocks the light returns and 
you can see the Island again 


Above: Fun in the sun. 
The little Trolls love 
some time out to relax 
on the beach. 




Above: Just a small Scooby snack 
for green troll. Below: It's all over 
for the poor little Trolls. The Evil 
Overlord has won again and 
they're all doomed to a slow and 
painful death! 


Wi(.- wi’ 


Above: Bonus party levels for the Trolls 
to enjoy. Hurrah! 




Above: message in a 
bottle? Well no it isn't 
actually. It’s empty. 

— I . j.— 


You can even turn the water from a murky grey 
colour to a murky blue colour. Cor! 


/ was shocked to see 
^ _L how fast this game 

* -f- ^gglly Jljjg 

*« should Stop all those 

bloody Sonic the 
Hedgehog fans from ikughing and 
pointing at the, sadly all too often, 
painfully slow SNES platform games 
that have gone before It. 

Why more Nintendo games can’t be 
this smooth Is beyond me. Gametek 
look to have taken the rather tired old 
platform approach and given it a. wel¬ 
come drink from the fountain of ever 
lasting youth. 

Rather than the lumbering slow 
dinosaur type games we have become 
so accustomed to. Super Troll Islands 
is like a hyperactive young gazelle, 
springing gleefully across your 
screen. Fast and fairly impressive. 


SONICS 

Fairly catchy tune with some nice 
sound effects. 


Left: Collect the 
hats within the 
allotted time and 
look out for the 


LIFE SPAN 

There's a fair few levels of plat¬ 
form action to get through. 


GAMEPLAY ( 87 ) 

Fast and very playable. Well above ^ 

average in the GP department. | 


^VERALL 85%/ 
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As World Cup fever hits the 
globe, a tidal wave of carts 
are all set to hit our 
shores. Wfll Elite’s latest 
soccer sim be riding the crest of 
the wave or will it be lurking 
slieepishly in the shallow end?/^ 



It’s penalty shoot out time. All the action is 
set in this tabby 3D digitisetl sequence. 


He shoots, he misses. Although the scores are 
tied, Brazil are now one goal down. 



o then. StFTI^er's had the 
luxury of a face lift has it? 
what was wrong with 
^lll^^the orfgtTial?" i hear you 
cry. Not a lot in my eyes, but Elite 
were sure that they could improve 
upon the oveieil playability of the 
game, so th^ have done. 

To say That World Cup Striker is 
just Striker with a couple of extra 
options would be unfair, because 
WCS pla^ like an entirely different 
game of fooidiaB. Vou do have 
many, many, many new and excit¬ 
ing options to play with, but you 
also have a genuinely improved 
football simulation. 

Elite have boosted up the size of 
the players and pitch by an impres¬ 
sive 30%, apparently the scale of 
the original sprites were one of the 
many complaints they received 
about the first 
cart. Now instead 
of having players 
with the loveable 
frame of Peter 
Beardsley, the 
physiques of the 
players now repre¬ 
sent a Tom of 
Finland drawing. 

Saying that, all 
the sprites are 



This is the main menu, good eh? 


The digitised players move incredibly smooth. 
Everything looks mighty slick in Striker. 


STRIKER 

The original and the best soccer sim 
to hit the SNES for ages. It had every¬ 
thing a footballing gamesplayer could 
ever want - and then came baby bro. 


many, many, many new and exciting optio 
many,, many new and exciting optio 


WORLD CUP 
STRIKER 

The sprites have been boosted up to 
give you a better view on what’s 
going on. Compare the two if you will. 


beautifully animated and are a vast 
improvement on the previous ones. 
The penalty shoot out sequence is 
another high point of the game. It 
takes place in an overhead view, 
there is now a larger "front on" scale 
penalty sequence, displaying digi¬ 
tised players and 3D viewing angles 
- it all looks splendid. 

Below: Smells like team spirit. Change the 
socks, shirts, shorts, hair and skin colour. 




Indoor footie at its best. It’s still as playable 
and dreamy as the original - but better. 

The battery backup facility was 
another gripe, so Elite have kindly 
added one for your enjoyment. This 
allows you to save all your player's 
statistics as well as all your team's 
wins and losses. 

Gone is the foot stompin' oompa 
oompa theme tune. This has been, 
in my eyes, cruelly dismissed and 
replaced by a uptempo attempt at a 
dance track, with 
the added luxury 
of some starlet 
squawking 
'St ri-i-i-ker, 
Stri-i-i-ker' adlib 
over the top of 
the funky back¬ 
ing 'choon'. 

The game's 
music and per¬ 
sonal musical 
preferences aside. World Cup 
Striker does shine through as a top 
class soccer sim. The basic out¬ 
standing gameplay is the same, 
although you do have a new 'power 
kick' to lob the 'keepers with, and, 
as with the original, it's very diffi¬ 
cult to point out any outstanding 
bad spots. 

The gameplay appears to be 
slower than before, but this doesn't 
hinder your play or 
cloud your judgement 
enough to dismiss the 
cart altogether. It can 
get extremely frantic 
whilst playing in the 
Multi tap mode (yes, 
you can have four 
friends join you in your 
World Cup bid), but it's 
still very enjoyable. 

Designing your 
own team strip is 
another experience that 
becons you to play 
more. This time round 
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On the left we have 
FIFA and on the right 
we have Imagineer’s 
Kick Off 3. In my mind, 
these two games, plus 
World Cup Striker and 
US Gold’s soccer cart 
are the only SNES foot¬ 
ball sims worth bother¬ 
ing with. Which one 
are you going to buy? 



OFFICIAl^'i REVIEW 



Select your own team from the endless list of 
high quality international squads... 



And then make the computer play with the 
duffest team known to man. It’s so much fun. 


«! -S 
•O’ V ^ 


you've got 28 different shades of 
sock, shirt, shorts and stripe colour, 
as well as four different shades of 
hair and skin colour. 

All this has been done done in a 
tongue in cheek way, as is the refer¬ 
ee 'toughness' and the goalkeeper's 
prowess. You can kit out your ref 
with either spectacles or blindfold 
and your 'keeper can have the 
choice of either the hands of a two 
year old or the larger 'Brotherly 
Love' style Kenny 
Everett mitts. 

You can mess 
around with the 
existing teams 
from around the 
globe too. This 
allows you to see 
all the boys from 
the England 
squad running 
about the pitch, 
head to toe in shocking pink for the 
very first time. 

At the end of the day though, all 
these amazing options must be put 
to one side and the game itself 
must be examined. No one is going 
to go and buy World Cup Striker if 
they already have a copy of Striker 
unless there is something special 
happening here. 

It is, after all, the same game. But 


ffilIK ffina 


the public really do lap all this 
sequel hype up. With SF2 Turbo as 
an example, every now and then a 
decent sequel does arise, but there 
is always going to be a dodgy 
sequel on the shelves somewhere. 

Sonic has abused the sequel fac¬ 
tor for years. 'Okay, we've got a 
platform game again, but if we stick 
Sonic in it and let Right Said Fred 
do the soundtrack - why, it'll sell 
buy the bucket load!'. The idea of 
producing crappy 
sequels is far 
from original kids. 
World Cup 


^-4:: Mm 


But we want a unfriendly match! Boo hoo! 


Striker is far from 
being another 
crappy sequel 
though, the 
instant playability 
shines through 
and the whole 
thing gives off a 
feeling that you're being treated 
whilst playing. You loved the origi¬ 
nal and now someone's come up to 
you and given you a new and 
improved, all singing, all dancing, 
larger sprited version - with mil¬ 
lions of options to boot! There is a 
God! 

if you were big fans of Striker 
(and I guess many of you are judg¬ 
ing by the amount of carts Elite 
shifted last year) then you are going 


to find this game a dream come 
true. All your gripes and moans 
have been solved and all your 
whims have been catered for. 

So, after all that, do you still want 
World Cup Striker? If I were you, I 
would say yes. Bizarrely as it may 
seem. Striker seems dated by the 
arrival of this cart. And that's some¬ 
thing I didn't expect happen for a 
long, long time. 

I still have a knock about with my 
pals on Striker and we all love it, 
but since World Cup Striker has 
been on offer, it's been a mixed bag 
of opinions. Some hate it, some 
love it, some of them 
are undecided, but 
every one of them will 
get up and play it for 
hours on end. 

Striker had an amaz¬ 
ing quality about it, 
and that was its 
instant playability. 

Striker's baby brother 


has the same quality, but now you 
get more options, bigger sprites, a 
battery backup, a five player option 
and you get that irritable tune 
thrown into the bargain too. 

The additional extras can't be 
ignored because they are as much a 
part of the game as the actual play¬ 
ing is. It is impressive throughout 
and I'm sure that all the second 
hand swap shops across the world 
will be inundated by used and 
abused copies of Striker as every¬ 
one rushes out to purchase the 
improved version. So what's it 
gonna be? WC Striker or FIFA? 



/ like it, I liked the 
first one too and com- 
pared to what I’ve 

^ ^ ^ seen so far in the way 

of this year’s moun¬ 
tain of soccer sims, this is the best of 
the bunch. Unfortunately for Elite, 
Ocean’s FIFA is just around the corner 
and because of its success on the 
Mega Drive, Ocean are banking on 
FIFA wiping the floor with the opposi¬ 
tion. But at the end of the day, the 
World Cup soccer sim champion will 
be the cart that the public find irri- 
sistable, not which one I like. But if 
my opinion is anything to go by, my 
money is on World Cup Striker. 

Thumbs up Elite, you’ve done it again 
you old dog. 
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Phwoarrr! Way hey! Down boy...Lester meets a scantily clad dusky maiden who actually turns out 
to be one of your only true allies... Go on get in there my son etc. 



Lester sitting on the dock of the bay watching Lester comes a cropper with the seagull, or 

ships coming in and then going out again. is it an eagle? Well it's a bird of somekind. 


Lester The Unlikely? Mmm, 
okay so it’s not a great 
name, but is it a great 
game? Weii a iittle bit of a 
negative vibe there as weii I’m 
afraid! Ho hum. NEIL 



DTMC • £44.99 • 1 PLAYER 




Above: Choose the correct skulls or it's singed 
eyebrows for you young man. 


I f, by a bizarre twist, Huey 
Lewis was actually correct and 
it is indeed "hip to be square' 
then Lester, the hero of this lat¬ 
est SNES platformer, must be the 
coolest muddy funster this side of 
outer Mongolia. Let's face it 
though, Mr Lewis was of course 
quite wrong and this gimp is about 
as cool as a mountain Gorilla wear¬ 
ing thermal longjohns in the 
Sahara. I mean, if you didn't remind 
this kid to breathe regularly he 
would probably suffocate! 

Lester the unlikely is the story of 
the most unlikely... Lester, erm, I 


mean hero ever. This is a real tale 
of 'geek to greatness', a bit like the 
Goonies movie but without the fat 
kid and less amusing. 

Anyway, Lester is well into comic 
books and one day he's wandering 
down by the sea reading his well 
loved superhero comics. After 
falling asleep on a loading crate in 
the docks (like you do), Lester is 
hoisted aboard an ocean going 
cargo vessel and unwittingly sets 
off on a long seaward journey. 
Unfortunately for our reluctant 
stowaway, the ship is ransacked by 
marauding pirates and sinks. Lester 
is cast ashore on a tropical island 
with no clue as to his whereabouts 
or how he will manage to get home 
for his tea. 

Your task is simple - guide Lester 
through the island in search of a 
way to get home. This adventure 
will take you from the horrors of 
the turtle-ridden beaches to the ter- 
rifying jungle village. Hmmm. 
Along the way 
Lester will have to 
run, jump and... 
well that's about it 
really, there are 
one or two little 
brain teasers en 
route but nothing 
you couldn't man¬ 
age whilst under 
a general 
anaesthetic. 

Graphically, 

Lester uses that 
rotoscoping thang 
again. You know 
what I'm talking 
about don't you? 



Lester enjoys the view from a cliff top vantage 
point. It's very Flashback don't you think? 


It's like the animation used in 
Flashback where real time actions 
are digitised and all the subtle 
movements and body positions 
make the animation look very real¬ 
istic. The main sprite is by far the 
best bit of the game. Lester is 
about as statuesque as a sunken¬ 
chested weasel. He stands in a per¬ 
manent slouch with shoulders 
forward and stomach out looking 
every inch the eternal geek. 

In the jungle hut you can't really do much 
except leap out of the open window. 
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Our reluctant hero struts down the quay side 
reading his rivetting comic book. 


There are some nice rotoscoped animations of 
Lester running and jumping around. 


In the underground caverns you have to avoid the energy 
draining bats and collect the gem to find your way out. 



Above: Strut into the hut and wander aimlessly 
around the jungle village until you get caught. 

When you approach any danger¬ 
ous situation, Lester will become a 
little hesitant. He may shake his 
head defiantly, refusing to go any 
further, or stand knees-a-trembling, 
again refusing to proceed. What 
Lester fails to appreciate however 
is that you hold the joypad, so basi¬ 
cally he doesn't get much say in 
what happens. The sadistic plea¬ 
sure that you can derive from hurl¬ 
ing this geek into immensely 
dangerous situations against his 
will is just immeasurable. 

Background-wise Lester the 
Unlikely is not very special at all. 
With basic scrolling platform sce¬ 
narios and the odd collectable item 
dotted around, this won't inspire 
too many rip-offs, but it's harmless 
enough I suppose. It's basic but 
quite fun to play - well for an hour 
or so at least. After then the slow- 
ish action and the fact you return 
to the beginning of every level 
when you die becomes very irk¬ 
some indeed. 

Lester the Unlikely is rather 
unlikely to become a hit. It really 
doesn't have any exceptional fea¬ 
tures that would make it stand out 



from the crowd. It is only a middle 
of the road platform adventure 
with limited playability and just 
about adequate, though unin¬ 
spired, gameplay. 

Overall this is hardly a game to 
write home about, though I'm 


Place the gem on the light to 
create a iaser blast. 

quite sure my mum 
wouldn't give a toss 
about this sort of 
thing anyway. It's 
average, very average. 




an 

i — 



When you kick the black totems, they topple over in a domino-type effect. This 
allows you safe passage off the beach level. 



Nice big graphics 
fairly amusing anima- ” 
tions slightly distort 
the fact that this is a 
stale and uninterest¬ 
ing platform game. Lester the Unlikely 
is merley standard run and jump fare 
with the odd simple puzzle thrown in. 

it seriously lacks long term interest 
and after not too long you’ll start to 
wish that Lester would get eaten hy 
cannibals or something. 

Your SUES deserves more than this, 
so don't insult your machine’s poten¬ 
tial with this deficient cart. Hard luck 
Lester, maybe next time eh? 


GRAPHICS ( 

Nice animations with big sprites 
but limited backgrounds. 


SONICS 1 

Average to say the least. No great 
tunes but some decent effects. 


LIFE SPAN { 

This game is already in the hospice 
I'm afraid.Very poor. 


GAMEPLAY { 

This, like the lifespan, is a little 
thin on the ground. 


[overall 

70^ 
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A 40-yeai^olcl robotic 
child come out of 
retirement just to star 
in a simplistic Japanese 
platform game? Take the money 
and run my oriental chum! JAY 


Right: Flick the 
switch to reveal 
the hidden 
staircase. Hop bp 
each step and 
you’ll reach 
another 
platform! Coo! 


Above: Power up your boots and we have lift 
off! Use these carefully as fuel is sparse. 


^ Cute, loveable, and 40 
years old - what a 
• boy! This will keep you 

occupied for a short 
time while you wait for 
another big name conversion to hit 
your SNES. He’s an old character who 
has a lot more going for him than 
other cartoon icons I could name. Will 
software houses now be digging 
through the cartoon archives for their 
next platform king? Let’s just hope no 
one mentions Mr Magoo. 


graphics///(84)// 

Cute, Japanese and very basic. ^ 

This is not a Capcom cart. ^ I ^ 

somcsiiiiiii(T^t 


Simplistic, erm... pump? Oh God, 
how many people///(e game music? _ 


LIFE SPAN///(76) / 

Not very long. You’ll die of ^ 

boredom, not by natural causes. L 


gameplay//(83)/ 

It’s a platform game, did you X^ ^ 
notice? Run, fly, jump, die. f 


OVERALL WL 


Below: From the 
heat of the 
desert to the 
cold, damp and 
dark enclosure 
of the castle. 


Above: Here’s an end of level leopard type 
thing that Atom Boy has no chance of killing, 
unless he uses his speedy fist move. 


ZAMUSUm ES9.9S91-2 


A tom Boy, or Astro Boy as 
he's known in the orient, 
has been around since 
1952. He began life as a 
comic book super hero over in 
Japan, published by Osamu Tezuka 
and it was this comic strip that 
made Astro Boy's name. 

Before you could say Bishonen, 
he was catapulted Into TV stardom 
with the launch of his cartoon 
series in 1963. Before long every¬ 
one wanted a piece of Astro Boy 
action. He starred on calendars, 
comics, cartoons, caps, shirts, pen¬ 
cil cases - the lot. He was, and still 
is, big business over in Japan and 
that has led to his very own SNES 
cart. Atom Boy - The Game is a 
strange little number, combining 
Manga-style graphics with the 
playability of your above average 
platform romp. 

To me, this cart has been strongly 
coated with the essence of Mega 
Man X, with a slight Italian flavour¬ 
ing courtesy of the Mario Brothers. 
You do hop, skip and jump over 
many a nasty creation, but jumping 
on heads isn't in the game plan. 

You are equipped with several 
'special' qualities. First of all, you 
have power boots. These don't 
make you run/walk any faster, 
these thigh length beauties are for 
getting you airborne. Pump up your 
energy bar at the top of the screen 
and you'll be propelled into the 
night sky (very handy for avoiding 
enemies, fire and the like). 

Secondly, you have a firm right 
hand. With this you can lay out any 
mutant Rock Man 
with a single 
swipe. It also 
helps you crash 
through walls, 
enabling you to 
reveal hidden 
rooms and secret 
passages. Using 
a combination of 
both your fists 
and your boots. 

Atom Boy can 
steam across the 


screen, leaving a trail of burn¬ 
ing embers behind him - very 
useful for attacking end 
of level bosses. 

Basically that's your 
arsenal, mate. But don't 
sob, it's really all you 
need in this game. The 
bad guys aren't all that 
bad and the end of level 
demons seem to have 
the strength of elderly 
night watchmen. 

Fortunately, the lan¬ 
guage barrier doesn't 
spoil any of the enjoy¬ 
ment of this cart. You 
don't really need to be or 
understand Japanese to 
play this game (unlike 
the ghastly Dragon Ball Z 
2 for example). 

Atom Boy doesn't real¬ 
ly offer anything new to 
the platform genre, sim¬ 
ply an alternative to all 
the Warner Brothers and 
Disney character conver¬ 
sions currently swamp¬ 
ing the already saturated 
SNES platform market. 


Below: Firey boots bonanza! 
Use your jet boots to get you 
out of spots of bother. 


Above: Inside the dark castle, you’ll find Atom 
Babe, who will kindly hand you a torch. The 
torch will help you see in the dark. Amazing! 
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YOU 

DON'T HAVE T© PLAY HERE 



Vjfticiav 


0B/<1 OF 
EQUALITY 


The^est example of the sport to date.” 
NINTENDO MAGAZINE SYSTEM 


‘We can’t recornmend this one highly enough!” 

A TOTAL 


‘Simply the best pool sim around.” 

SUPER GAMER 


Most Realistic 
Pool Game on 
The Market. 


Mega Drive 


MEGA DRIVE 


GAME GEAR 


The ohitlal seal is yoiit assurance 
that this piodoct meets the highest 
quality standards of Sega'" 

Buy games and accessories with 
this seal to be sure that they are 
compatible with SfGA'*- SYSTEMS. 


Game Gear 


LICENSED BY 







: T 


S 1993 DATA EAST USA, INC l850llTTlEOitCHAra)ST..SANJOSE.CA 95125 
NMENOO, ara NBNTBW 0TIEI!TAJNMB^ 

ARE REGISTERED TRADEMARKS CK NINTENDO OF AMERICA BC SEGA, GAME 
GEAR AND SEGA MEGA DIBVE ARE TSADEfAARKS Of SEGA B^TBifRlSES, 00 


A Proven Winner on the Mega Drive since 1991. 


DISTRIBUTED BY 
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What is known as a Superman dive. Throw 
yourself across the pitch at high speed. 


Germany won the cup! Can you believe it? 
England didn’t even get close to the finals. 


OCEAN • £49.99 % 1-5 PLAYERS 


t 

a 


Who will win the 1994 World Cup? Do you think 
England have a chance? 


He’s scored three times today and he’s 
running off towards the crowd to celebrate. 


Football, according to 
Greavsie, is a funny oid 
game. This version isn’t, 
this is serious stuff, but 
wiii FiFA do as weii with Nintendo 
as it did with SEGA? Read on... 


I t's that time again. Every four 
years it happens and no one 
can stop it. The World Cup will 
shortly be upon us and every¬ 
one's cashing in. Football strips, 
hats, badges, flags, posters, over¬ 
sized foam fingers and of course, 
video games. 

If you've been reading Super 
Action over the past few months (if 
you haven't, why not?) you will 
have noticed the sheer amount of 
soccer-related carts that have been 
flooding into the office. 

Some have been good, some 
have been average and some have 
been downright pathetic. At the 
end of ail this footballing frenzy, we 
at Super Action have decided that 
Elite's World Cup Striker, US Gold's 
World Cup USA 94 and FIFA 
International Soccer from Ocean 
are the only soccer carts worth 
bothering with. But which is the 
best of this trio? 

This is where my dilemma starts. 
I like WC Striker and I loved the 
original too. I've had a knockabout 
on the US Gold offering and I like 
that one too. And to top it all, I real¬ 
ly enjoy playing FIFA. 

What should I do? How do I real¬ 
istically mark these carts knowing 


that whichever one gets the higher 
mark, it will be conceived as the 
best soccer game on the SNES. Oh 
no. I'm getting all flustered now! 


As you already know (if you read 
my WC Striker review earlier in this 
very issue). World Cup Striker 
received a very impressive 90% and 
most of that percentage was 
because of the amount of fun my 
friends and I had whilst playing it. 

Striker is very easy to get into 
and a very addictive game too. I've 
not played WC USA '94 for a long 
period of time, so I can't really com¬ 
ment on that one, but FIFA? This is 
where my problems lie. 

I found it quite odd at first. The 
angle is different to any other I've 
played and the control method 
feels rather strange too. I con¬ 
sulted the manual, took a 
deep breath and ventured 
onto the interactive pitch 
once more. 


Above: Bing Gordon of the US of A wins tonight’s 
man of the match award. Well done Bing! 


The ball gets punted from outside of the box 
and surprisingly goes in! 

The button configuration con¬ 
fused me at first, and I suppose it 
will confuse all Striker addicts 
worldwide. You do need to spend 
some serious time with this game 
in order to fully understand it. 
Striker is more of a 'Wham, bam, 
thank you mam' kind of soccer sim. 
You can pick it up straight away 
and within minutes you're banging 
in goals left, right and centre. 

FIFA on the other hand needs to 
be learnt. Don't expect to score for 
a while and don't expect a simple 
game because you just won't get 
it. The sprites seem sluggish in 
places, although they are beautiful¬ 
ly animated. And that worried me. 


Above: A simple punt is all it takes to beat the confused goalkeeper. Bne nil! 
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Choose your team, play on your 


Mmm. Yet another interesting kick off screen 
shot. Thanks Mr Jefferies! 


Brazil kick off after scoring themselves and 
then France popping one in their net. 


The end of the game report, complete with the 
man of the match award. 


own or with a 




[OVERALL 


fjyi A good all round 

soccer sIm that 
i requires a little bit 

j ujg^g fhgg Jggf g 

^ powerful aftertouch 
button to win any of the matches. 
Plenty of options to keep you amused, 
a soundtrack that gives The Brand 
New Heavies a run for their money, 
perfect graphics, overall a nice little 
game. You could seriously own both 
World Cup Striker and FIFA and still 
get mass helpings of enjoyment out of 
both. It’s definitely not a game for the 
Sens! Soccer spods. They can stay in 
their floppy, joystick waggling 
environment and play with their 
match-headed sprites until the cows 
come home. Only real men play FIFA. 


Tournament mode aiiows you to seiect severai 
teams for a mass session. 

I've been bombarded in the office 
from every angle with such phrases 
as 'It's not as good as the Mega 
Drive one', 'It's a bit slow innit?' 
and 'I prefer it to Striker' etc etc. 
The thing is, I honestly found it 
slow in places, the bizarre playing 
angle caused me shooting prob¬ 
lems and a large amount of playing 
time seemed to be spent kicking 
the ball at my opposition. 

But after a while (and I do mean a 
while!) things started to improve. 
My shots started to go in or at least 
towards the net more often, my 
passing became more than lucky 
and I slowly became more comfort¬ 
able with the playing angle - I was 
becoming attracted to this baby. 

Hours later, overhead kicks were 
a cinch, I could do diving headers 
like I'd been to Superman training 
school and curving my shots into 
the top right hand corner was as 
easy as falling over Gazza. 

But still I'm left with the overall 
scoring nightmare. Should it rank 


Above: it’s time to decide which kind of game you want to piay. Tough eh? 


graphics///(89)// 

Sprites move slowly hot look very ^ 

ioipressive whilst pl;iyioi|. | 

SONICSH////f(86)/ 

Soiart crowd roars aod sooodtrack 
complete with hoooiio(| hass. ~ 

LIFE SPAN///(^/ 

With the possible live player 

option? It'll last you years male. ^ I ^ 

GAMEPLAY//(90)/ 

Deceptively tricky to hei|in with ^ 

Keep at it aod you'll lall in love. I 


Erm... GOAL! Hurrah! Engiand for the cup and 
ait that tosh. 

higher than Striker? After all, it is 
another football sim. But that's my 
point exactly - this is a different 
style of game altogether from 
Striker, requiring more thought and 
skill, but is it any better? 


I honestly can't say. I 
enjoy playing both games to 
death and I fear that ranking 
one above the other will end 
in abuse from either Elite or 
Ocean and from people in the 
office. So if you're a quick 
thinking fellow 
you would've 
worked out what 
score I'm giving 
to FIFA. 

It's not a spine¬ 
less move on my 
behalf and I'm not 
backing out of the 
deal, but I just feel that 
favouring one more 
than the other will 
only end in arguments, 
beatings and quite 


possibly tears. I'm sorry if you 
don't agree, but that's life. 

They are both football carts, but 
they are two entirely different 
games of soccer. You'll just have to 
decide for yourself which one you 
prefer when they get released. 


M 'fc:oTtH 


—:- _ __— 




Your strategy during the match is very 
important. Seiecting the wrong kind of 
piay couid end in your iosing the cup. 


Your formation shouid aiso be seiected 
carefuiiy. I personaiiy prefer the 4-4-2 
method dispiayed above. 


Yes, you can even seiect how much of 
the pitch you’d tike your team piayers to 
cover. What a nice idea! 






L»EWG:UE 
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Right: Hop over the portly 
Indian braves in the 
saloon and watch out for 
the bar man sliding pints 
of ale in your direction. 


Right: The young 
cowboy is beaten 
by Bugs and his 
pants instantly fall 
around his ankles. 


Left: This butch 
cowboy stands 
between you and the 
third level. Tip? Hop 
on his head. 


SUNSOFT • £44.99 • 1 PLAYER 


to know the reason why, this cart is 
positively brimming with lusher- 
than-lush artwork. 

It even starts the same way that 
the cartoons do! Classy theme 
tune, closely followed by 'Bugs 
Bunny' in huge letters emblazoned 
across the screen and, of course, 
the coolest rabbit in the whole 
world lying atop the lot, casually 
chewing on a carrot. 

This game is excellent. Although 
the past few Sunsoft/Warner 
Brothers carts have been very suc¬ 
cessful, they haven't really explod¬ 
ed with gameplay and this is where 
Rabbit Rampage is different. 

There are 10 tricky levels on this 
fine cart. Some are quite simple 
and you can just hop, skip and 
jump your way through most of 
them, but then hidden in between 
the easy levels lie the incredibly 
difficult ones. The first level con¬ 
sists of Bugs making his way 
through a snow-covered forest, 
avoiding psychotic hazelnut-throw¬ 
ing chipmunks, rabid sniffer 
hounds and that pesky hunter... 
namely Elmur Fudd. 


A t a brief glance, you'd be 
forgiven for thinking this 
game is, in fact, a Bugs 
Bunny video. Jaw-drop- 
ping animation is what I'm making 
such a fuss about, and, if you want 


Above: Kick the chipmunk from the branches 
and watch him fall to earth at high speed. 

Here you will quickly get to grips 
with ail your magical rabbit func¬ 
tions. Cake tossing, super spins, 
bomb planting. Acme throwing - 
there's so many! By collecting 
icons strewn around the levels you 
can add to your bulging bag of 
tricks and these, in turn, will help 
you on your mission. 

The flat target is my personal 
favourite. Just drop one on the 
floor and wait as the six ton anvil 
plummets from the sky, straight 
onto your next victim! You'll need 
to keep a good supply of weapons 
handy though, as you never know 
when you're going to need them. 


Above: You pesky wabbit! Elmur Fudd gets both shotgun barrels up his own nose after a short 
pagga session with Bugs in the snowy forest of Toon Town. 


SunSoft have 

been releasing Warner Brothers-related 
carts for some time now. The bizarre 
hairy Tazmanian Devii was one of their 
successes, aiong with Road Runner’s 
Death Valley Rally and Daffy Duck in the 
Marvin Missions. Mexican speed 
mouse, Speedy Gonzaies, is aileged to 
be the next Warner Brothers character 


in the consoie pipeiine. 
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Above: The big Spanish bail stabs Bugs 
vioientiy with the tip of his pointy horns. 


Above: Level four boasts pigs catapulting 
acorns and the Big Bad Wolf too. Mmm. 



Mama! Take me home and 
tuck me in bed - I have 
seen too much! What a 
beauty! Bugs Bunny is 
aiive and iiving in your Super 
Nintendo! it’s true I teii you. JAY 



OFFICIAl^'i REVIEW 



Above: Bugs demonstrates the powers of his sexotronic eye, but with no sign of his glass donkey. 



The only bad guy who you can't 
shoot/throw/drop anything on is 
the artist. It's this guy's fault you 
are where you are. The artist finds 
it amusing to draw Bugs into as 
many hazardous situations as pos¬ 
sible, so it's up to Bugs to find the 
end of all this tomfoolery and pun¬ 
ish the artist to boot. 

Bugs will find himself in space, in 
a country and western bar, even in 
a bull ring. The artist has a warped 
sense of humour and it's displayed 
throughout this game. Humorous 
little additions make it that little bit 
more playable. 

For example, when the young 
looking Yosimite Sam is bopped on 
the head enough times, instead of 
just falling over and disappearing 
off screen, his pants fall around his 
cowboy booted ankles, his face 
glows bright red and off he scurries 
to the bathroom! 

The cartoon-style graphics are 
very easy on the eye and every¬ 
thing moves remarkably smoothly. 
As I've said, some of the levels can 
get frustratingly hard to complete, 
but once you finish them, there will 
be another one just as hard waiting 
for you around the corner. 

What else can I say? It sounds 
smart, plays like a dream, looks 



Above: Elmur creeps up on Bugs. The slick 
rabbit shows no sign of fear - what a boy! 


awesome and feels as smooth as a 
lubricated root vegetable. Bugs 
Bunny: Rabbit Rampage is the plat¬ 
form cart you've all been waiting 
for - honest. 


If you're fed up with Bubsy, had 
enough of Aladdin and can't be 
doing with Cool Spot, then take a 
glance at this beauty. It has a fairly 
tough difficulty curve and you cer¬ 


tainly won't be seeing the end 
credits within a couple of hours, a 
common complaint against similar 
platforms. Bags of fun and a nice 
cartoon tie-in, for once! 



Above: Our rabbit pal looks quite happy with the current 'horn up ass' situation. 



? f . In my opinion, this is 
" Ihn best platform cart 
‘' ^ I’ve had the pleasure 

1_ to review in quite 

some time. It looks 
unbelievably like the real cartoon 
while the game itself is a tougher- 
than-tough stroll through Warner 
Brothers Land. With many varied lev¬ 
els, plenty of hidden rooms and thou¬ 
sands of weird and wonderful 
enemies, this is definitely one for the 
platform junkies. 


GRAPHICS 

High quality, smooth moving 
sprites. A virtual cartoon test. 


SONICS 

I could have done without the 
'what’s up Doc?' jive. 


LIFE SPAN 

It’s tough, mainly because of the 
lack of pick-up icons. 


GAMEPLAY 

You will have to use your brains 
slightly. It’s not a simple game. 


OVERALL 




a 




w 



Above: He’ll huff and he’ll puff, but his breath’s so bad poor Bugs has fainted! 
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PRACON BALLZ 


Possibly the lowest scoring 
beat ’em up ever has 
spawn a sequel. Will the 
most unfortunate reviewer 
in the officce please take one 
step forward... Doh! 


• • 1 - 2 punrais 


surprise, it's still completely naff. 
Having the ability to leap from the 
ground into the heavens above at 
any opportunity is supposed to be 
manly in Japan is it? 

I can see many an irate drunken 
Japanese business man screaming 
"Right you! Outside now!" to the 
sober looking fish mongerer sat 
discritly in the corner of his local, 
only for him to reply "Okay, do you 
want me outside the pub, or out¬ 
side of the Earth's atmosphere, 
mate?" 

But avoid passing seagulls and 
the odd Boeing 747 isn't what this 
game is about. This game is about 
fighting, or so I'm lead to believe. 
We all like a bit of pagga on the 
SNES, myself included, but this 
cart takes the milk chocolate Hob 
Nob. 

I tell you what. I'll share my 
Dragon Ball Z Part 2 nightmare 
with you... The box arrived on my 
desk, I immediately went into con¬ 
vulsions. Shortly after I'd regained 
consciousness, I was informed that 
I would be the one reviewing this 
oriental piece of pap. 

I placed the cart into the SNES 
only to be confronted by an endless 
stream of Japanese waffle. As I 
don't speak fluent Japanese, I 
found this quite confusing. What 
was going on? What were they 
talking about? I had no idea. 

So, using my special games 
reviewer quick thinking, I pounced 
upon the manual. Alas, that too 
was written in Japanese. So there I 
was, surrounded by levitating spiky 


The original Dragon Ball Z cart was reviewed many, 
many moons ago in issue 9 by Fat Frank O’Connor. 
He didn’t like it very much and gave it an overall 
score of 16%. Admittingly, it was a pile of poop 
and no one else in the office liked it either. 

You’d think that Bandai would have improved 
the sequel wouldn’t you? But alas, they haven’t. 
Dragon Ball Z Part 2 is equally as naff as the origi¬ 
nal, in fact, I’d even say it was worse. Naff story¬ 
line, naff gameplay, naff samples and naff all 
playability. Don’t buy this one or the original! 


D Dragon Ball Z eh? What a 
steaming pile of cack that 
was eh? Its cackyness was 
magnified even further by 
the unbelievably naff split screen 
'fly all over the screen like a moth 
inside a light bulb' type action. 

This bizarre and seemingly use¬ 
less feature has been placed into 
the sequel (shudder) and surprise. 


Above: Stomp on his head! Trample his groin! Twist on his tonsils! Mr 
Dragon Ballz dishes out the pain and Lizard features fakes death. 


Above: The 
poison 
dwarf fires 
a demon 
ball. Left: 
Lizard 
features 
and the 
black 
haired Mr 
Dragon 
Ballz 

square off. 


38 SUPER ACTION 



























































Above: Inbetween bouts of Japanese face slapping, you 
Japanese banter, complementetl by some nice graphics. 


will be forced to watch screen upon screen of 
How interesting? 


HOLD ON... 

S When Dragonball 2 was 
reviewed, it was in those 
bygone days of Fatty O’Connor 
and Wobbly Hands Kirrane. The 
score it got, therefore, was 
completely divorced from reality. Jay, 
unfortunateiy, atways judges games by 
previous scores no matter how outlandish 
they are. Me, I review games objectively 
and no way is it as bad as he’s making out. 


y "13%'$ a bit ridiculous, really" 


OVERALL 51 */^ 


haired fops and reams of Japanese 
text. Aaaaaarrrrggggghhhhhh! 

After several hours of sitting in 
front of a glimmering monitor, I had 
worked out the following: What 
ever character you choose on the 



'Select your character' 
screen - the computer 
would then issue you 
with an entirely differ¬ 
ent one. Once the bat¬ 
tle had begun, it 
appeared that you only 
controlled your charac¬ 
ter whenever the com¬ 
puter felt it was 
nessessary. The fight¬ 
ing sequences in the 
game are virtually the 
same as in the original. 
Your L and R buttons 
act as power runs, you 
have your trusty slap 
concealed in your B 
button and good old 
button Y allows you to 
kick your hapless 
opponent. 

Once you 
have complet¬ 
ed your battle, 
the computer then went 
into 'have you read the 
entire story behind this 
game? No? Well here it is 
then' mode. I sat there 
for hours man! 

Screen upon screen of 
Japanese text. What a nightmare! 
After that, the same thing hap- 
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pened again, and again, and again, 
and again. So there you have it, 
that was my Dragon Bail Z Part 2 
nightmare and I'm sure anyone 
who buys this cart and can't read 
or understand Japanese will have 
the same experience. 

My advice to anyone considering 
purchasing this cart is as follows. 
Point number one: You will have to 
pay more than you paid for your 
SNES for this game, and that in 
itself, is not a good thing. 

Point number two: If you can't 
read Japanese, this game will be a 
waste of money. Point number 
three: Even if you could 
read Japanese, this 
game would be a 
waste of money. 

And finally. Point 
number four: Even if 
you were a millionare, 
confidently fluent in 
Japanese and you 
could actually follow 
the plot of this game - 
it's still the worst fight¬ 


ing game ever to grace your Super 
Nintendo. Play this at your own 
risk kids, you are not going to like 
it one bit - honestly! 



Electricity bolts R Us! The dwarf alien flies 
high, but Mr Dragon Ballz is burnin’ up. 




Have / gone too far? I 
don’t think so. any¬ 
way, I’m the one who 
marks the game, not 
you guys. The lan¬ 
guage harrier was just way too much 
for me I’m afraid and I definitely won’t 
be playing this cart ever again. 

So, to recap, this game is pump, do 
not buy it, do not borrow it, do not 
look at it or stand within one hundred 
yards of it. And if you are offered the 
choice between keeping this cart or 
being repeatedly struck around the 
head and neck with the flat end of a 
spade - choose the spade. 


Above: Lizard features hits 
the floor and Mr Dragon Baiiz 
follows through. 




Above: The black haired Mr Dragon Ballz 
watches Clive Dunn talk crap. Mmm. 



W' 


GRAPHICS/// 

Not bad. not brilliant mind, but not 
bad. I hate the split screen! 


SONICS///////(82)' 

Its best feature. Enough Japanese ^ 

screams to last you a life time. ~T~ 


LIFE SPAN/// (05)/ 

Two minutes - tops! If you're not 
Japanese, forget this game. J- 


GAMEPLAY^/ 


Is there any in this game? I don't 
ruddy think so. Dragon Ball pump. 


!W 


OVERALL 13V 


Above: Haiyarr! Split pants are a cert if Mr Dragon Ballz keeps all this kicking 
up. Lizard features tenses himself up for the impact. 
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Select your weapon from the three main cars 
presented to you at the start of the game. 


By pressing the top left and right buttons 
together your car will jump high in the air. 


The biue car spins heiplessiy out of controi 
having oversteered on a sharp corner. 


T he excess of industry and 
big multi national busi¬ 
ness has stripped the 
earth of its natural 
resources and left a barren, inhos¬ 
pitable place in which the desire to 
make profit far outweighs any 
threats of total environmental 
breakdown. 

Gaia was but a distant memory 
and technology had become the 
new God. The end of the cold war 
saw the sale of huge arsenals of 
weapons which were snapped up 
by even the most obscure lands. As 
pollution increased, global warm¬ 
ing reached critical status, and 


The roads are very wide in pieces. Use this 
space to pass your opponents. 


Here we see how much money you earned for 
slaughtering those Sunday drivers. 


international tensions rose with the 
sea levels. 

Attacks were launched at the 
environmental terrorists and global 
warfare became a grim reality. The 
devastation hardened and distorted 
the survivors. Once mild mannered 
bank clerks became cold blooded 
killers overnight and everyone 
searched for something to pass the 
years of free time they now had. 
Battle Cars became the main sport 
of this new age encapsulating the 
feel of the time perfectly - technolo¬ 
gy and aggression in a sick and 
deranged unison. There is only one 
rule - there are no rules! 

Battle Cars is probably best 
described as a cross between Mario 
Kart, Rock 'n' Roll Racing and Mad 
Max. You have the choice of three 
cars each tooled up to the crank 
shafts with high-tech weaponry. 
Heat seeking missiles, explosive 
frisbees and spikey grenades are all 
designed to inflict maximum dam¬ 
age on anyone who is unfortunate 
enough to get in your way. 

There's more to winning, or 
should I say surviving this 
race than merely blasting 
everything else on the 
screen. Many of the 
other cars have good 
defences and are 
equally as aggressive 
as you are. Once you 
start attacking them 
you might be be laugh¬ 
ing on the other side of 
your face if you end up 
trapped in the burning, 
twisted, blood soaked 
wreckage of what was 
once your car. 

Survival will require 
speed and agility, so 
you must soup up your 
car with extra turbos, 
better tires and decent 
dampeners. 
"Dampeners?" I hear 
you cry, "I'll be jig¬ 
gered if I know what they 


The dark industrial style backdrops indicative 
of a post apocaiyptic planet. What the..? 

are". Well just prior to the destruc¬ 
tion of mankind, a force field was 
installed on all highways to cut 
down on noise pollution. That's 
right, thermo nuclear war looms 
large and they're concerned about 
the fools who take the silencers off 
their car exhausts! 

At battle car speeds, collision 
with these force fields leads to you 
losing control of your car and con¬ 
sequently losing a lot of speed. 
Dampeners reduce the effects of 
these force fields and are essential 
to a car with plenty of turbos. 


HOLD ON... 

0 rve loved two player split 
screen driving games since 
Lotus II on the Amiga. On the 
SNES, however, nothing had 
touched Mario Kart for speed, 
fun and gameplay apart from maybe Top 
Gear 2 which didn’t turn out to be the clas¬ 
sic I’d hoped. Battle Cars is fast, furious 
and fantastic fun. A definite ‘must buy’ - 
and there aren’t many of those. 


X "Quicker than Mario Karl" 


^VERALL 95«V 



Toggle between your selection of weapons to blast opponents in the back and watch them burn! 
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IMPORT 




Battle Cars is a kind of 
Super Mario Kart with 
explosions and it looks like 
it might have the potential 
to make nearly as big an impact 
on the SNES market. 


NAMCO • £44.95 91-2 PLAYERS 



A nice use of rotational mode 7 graphics gives 
you decent views of the cars. 


Each race consists of two parts, a 
cross country battle and the race 
proper. The cross country section is 
basically your journey around the 
world to reach your race opponents 
for the head to head battles. By fin¬ 
ishing the cross country sections in 
super fast times you will acquire 
corporate sponsorship from the 
huge multi-national conglomorates 
.Since violence is big buisness 
these companies will award you 
credits to arm your vehicle to kill 
even more people. By blasting 
other less worthy battle drivers on 
your travels you acquire hard, cold 
cash to pump up your car (nice to 
see the banks survived the post 
nuclear winter). 

The races proper can be either 
against the local driving heroes or 
against a friend in a superb versus 
two player mode. In these races 
there's no second place, winning is 
absolutely everything. This is a no 
holds barred all action blasting fest 
of the highest calibre. 

In single player mode this is a 
super fast driving sim along the 
lines of Mario Kart. Players shoot 
other cars to either slow them 
down or destroy them. It's not 
quite as good as the Mario original, 
there's not as many characters or 
variation, but this comes one of hell 
of a close second. 

This game, as with most other 
driving games, really comes into 
it's own into two player mode. 
Battle Cars is pure SNES excite¬ 
ment and triumphs where so many 
carts have failed before. It's 






In the numerous head-to-head races 
you'll face some tough opponents. 


They are the champion of their region 
and each is one mean cookie. 


Their cars are well souped up and 
y^wiUregu^^ 


$0 ignore their idle threats and blow 
them to oblivion on the track! 


playable, sleek and 
fun with plenty of 
gut-wrenching 
action. What more 
can I say? This is the 
sort of game that 
makes you stand up 
and be counted, 
proudly announcing 
your total devotion 
to the SNES as the 
best games machine. 
Play this and weep 
MD spods! 


Launch an explosive disc at the car in front and 
this will temporarily slow them down. 





' CdpftC'tqtlt ip i'STl 

natncR wnnictpii, inc^. 

lUcitrncin 


All-action racing game 
that shares more than 
a passing similarity to 
Mario Kart. By similar¬ 
ity I of course refer to the intoxicating 
gameplay, hlistering action and sen¬ 
sational playahility. Battle Cars is a 
game and a half, especially in the 
excelient two player ‘versus’ mode. 

Its only drawback may he the lack 
of variation in the tracks and scenery. 
I know that may be scraping the 
barret a little but it’s difficult to fault 
great games like this too much. I truiy 
hope this game stays as exciting in 
future piays as it is now. 


GRAPHICS ( 

Very impressive. They really are 
very fast and smooth. 


SONICS ( 

Mmmm, not bad but nothing to take 
your breath away. 


LIFE SPAN ( 

In the two player mode it goes on 
almost indefinitely. 


GAMEPLAY ( 

Excellent. Some of the best 
gamepplay I've ever seen. Nearly! 


i^VERALL 
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r JURASSIC ICONS') 

As you and Mac (or you and Joe, depending on 
which dude you are) trayei the vast jungle 
landscape before you, you'll come across 
many different prizes. Some help your energy, 
some allow you to perform special moves and 
some just aid you in your mission to destroy 
all surviving dinosaurs. Check out the list 
below and see how 
many you can collect 
when you venture out 
into the jungle... 

KEY: Opens doors! 






Above: Stomp on his head! Trample his groin! 
Twist on his tonsils! Mr Dragon Ballz. 


Above: Stomp on his head! Trample his groin! Twist on his tonsils! Mr Dragon Ballz. 


Above: Stomp on his head! Trample his groin! 
Twist on his tonsils! Mr Dragon Ballz. 


CLUB: To hit dinos HAMMER: To hit dinos 
and cavemen with. and cavemen with. 


FRUIT: Eat these to CHILLI: Breath dragon 
boost your energy. breath with this. 


HAM: Eat these to WHEEL: Roll with it 
boost your energy. baby, cruise & bruise. 


CRDWN:Erm... to 
knight people with? 


JEWEL: Collect these 
for extra points! 


T his is the third enstallment 
of Joe and Mac's quest to 
save the world and make 
dinosaurs extinct once and 
for all. The dinos have different 
ideas though and try to stop our 
two brave, though short on brain 
power, heroes before getting back 
to Hollywood movies. 

The action takes place in a world 
where Joe and Mac can wander 
round Marioesque style, choosing 
which area they wish to conquer. 

There are six areas in which to go 
and each area has a rather large 
hungry dinosaur situated at the 
end. To help you with this momen¬ 
tous task, you have your trusty 
club, which can be powered up to 


Above: Joe decides to take a quiet stroll in the 
jungle. Where’s Mac got to? 


Above: Cross the bridge and pummel the dino 
sea creature to extinction. Jurassic Lark. 

Left: Big 
Wiggly 
worms! 
Bash the 
earth 
borrower 
on his 
bonce and 
he will 
start to ^ 
fall to H 
pieces, n 


Dinosaurs eh? After 
Jurassic Park you’d think 
they be happy, but no, they 
have to get in yet another 
tussle with our two cavemen 
heroes, Joe and Mac. ALAN 


give you long range firing abilities. 
By eating peppers you can shoot 
fireballs at the prehistoric pests or 
suck up water and spray the 
blighters to kingdom come. 

There are also certain creatures 
which you can hitch a ride on or 
use them as your weapon to beat 
the other creatures to a pulp. 

Joe and Mac (being trendy cave¬ 
men) like nothing better than a 
good wander round the local 
shops. The only problem is that in 


this land, all the Neanderthal shop 
keepers only speak Japanese, and 
with Joe and Mac always skipping 
school, they didn't understand any 
of this oriental chit chat. Life was 
interesting though because they 
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DATA EAST • £49.99 91-2 PLAYERS 


never knew what they had bought 
until they got home. Mmmm, I can 
hardly contain my excitement. 

The rest of the game (besides 
shopping) entails beating up cave 
men and knocking passing 
Pterodactyls out of the sky. Later 
on, the game gets a little bit 
tougher with smaller platforms, 
complemented with places where, 
if you fall in, a life is lost and it's 
back to the beginning of the level. 

All in all though this game has 
got nothing that will really chal¬ 
lenge an accomplished gamesplay- 
er . You don't need a lot of skill to 
kill the end of level bosses and get¬ 
ting to them is probably harder 
than actually beating them. 

Later on in the game there are 
more baddies on the screen than 
our heroes clubs can handle, but 
there is always food around which 
Joe or Mac can scoff (they could 
make a Turns ad with the speed 
they eat a large piece of meat) and 
there is always three continues to 
fall back on. 

There are some fairly humorous 
bits in Joe and Mac's adventures 
(like if you stand still for too long in 
the cold levels you shiver) but a lot 



Above: An oversized lizard is just one of the 
many dinosaurs you must deal with. 


of the things in Joe 
and Mac are similar to 
all the other console 
platform games on 
the market. 

Graphically this 
game is superb, with 
plenty of great paral¬ 
lax scrolling and loads 
of colour, the main 
sprites are good too. 

The sound is fairly 
up-beat and jolly, but 
just like the gameplay, 
it may start to get on 
your nerves after a 
while. Even though 
the graphics are very 
impressive, the game 
itself is a little too 
slow and together 
with a little repetitive 
gameplay, this game 
may not appeal to 
anyone other than die 
hard platform fans. 



Above: Ride the dinosaurs 
and run over the cavemen. 



Above: Joe takes care of 
business with added pagga. 



Above: Climb the rope and collect that strange looking key. Keep it safe mind! 


t-OO 1 S<BP-t O 0000.0 


Above top: Joe stabs yet 
another hapless caveman in 
the back with his almighty 
caveman club. 





Joe and Mac is a plat¬ 
former along the lines 
of most other platform 
games, walk, jump, 
and kill the baddies 
that you come across on your way to 
the end. The end for most average to 
experienced gamesplayers will proba¬ 
bly come fairly soon, because the 
game is nowhere near as big as a 
game like Mario. 

Unless you’re in love with platform 
games or have a spare forty or fifty 
quid to spare, then this game proba¬ 
bly won’t appeal to you because it’s 
just too 'run of the mill'. 


GRAPHICS I 

Not bad, not brilliant mind, but not 
bad. 1 hate the split screen! 


SONICS 1 

Its best feature. Enough Japanese 
screams to last you a life time. 

$) 

LIFE SPAN 1 

Two minutes - tops! If you’re not 
Japanese, forget this game. 


GAMEPLAY 1 

Is there any In this game? 1 don’t 
ruddy think so. Dragon Bali pump. 


[overall 



\ 
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The sequel is now 
as much an 
accepted part of 
SNES gamedom 
as it is within the 
film industry. Alex 
Lee brings you a 
full, unexpurgated 
guide to SNES 
sequels. 



W hat strikes me is that 
within the film industry 
the sequel is rarely as 
good as the original flick. 
Take First Blood, Jaws, Ghostbusters 
and Rocky as only a few ‘roll off the 
tongue’ examples. 

Film licences are often ’mares, as 
time and money which could have 
been spent on development is either 
just saved or is wasted on rush-releas¬ 
ing the gamie so it hits the shelves 
around the same time as the film is 
screened at the pictures. 

Similarly, many software houses rely 
heavily on sequels to sell their games, 
but thankfully SNES sequels (unlike 
their movie counterparts) are rarely a 
soft option even though a certain num¬ 
ber of sales are guaranteed on the 
name and reputation of the original 
product. This isn’t to say that there 
aren’t a few exceptions to prove the 
rule however... 


SNES Sequels - The Unexpurgated List 

Original . Sequel 

Super Star Wars (JVC 93%).Super Empire Strikes Back (JVC 95%) 

F1 Exhaust Heat (Ocean 90%) .FI Exhaust Heat II (Seta 95%)* 

Parodius (Konami 91%).Pop ’I\l’ Twinbee (Konami 92%) 

Ranma 1/2 (Masaya 89%) .Ranma 2 1/2 (Masaya 84%) 

Final Fight (Capcom 88%).Final Fight 2 (Capcom 72%) 

Streetfighter II (Capcom 95%).Streetfighter II Turbo (Capcom 95%) 

Top Gear (Kemco 93%).Top Gear 2 (SunSoft 93%) 



Super Empire Strikes Back anil FI Exhaust Heat // are arguabiy the greatest ever SNES sequeis. 
They both ooze ciass, but hoid on, where’s the two piayer option in FI Exhaust Heat It? 


The Addams Family (Ocean 82%).Puggsley’s Scavenger Hunt (88%) 

Joe & Mac (Elite 90%) .Joe & Mac 2 (Irem 82%) 

John Madden Football (EA 52%).John Madden’s ’93 (EA 78%) 

Home Alone (THQ12%).Home Alone 2 (THQ 41%) 

Striker (Elite 86%).World Cup Striker (Elite 90%) 

NHL Hockey (Electronic Arts 84%) .NHL ’94 (EA 89%) 

Wing Commander (Mindscape 81%).Wing Commander 2 (Mindscape 72%) 

Super R-Type (Irem 81%) .R-Type II (Irem 84%) 

Fatal Fury (Takara 75%).Fatal Fury 2 (Takara 86%) 

‘System 3 are to release the official version soon under the name of Ferrari 
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Famous Successful Sequels 

Streetflgbter II & Streetfigbter II Itaibo 

The original Streetfighter never appeared on the SNES - it was an arcade Streets Of 
Rage-style horizontally scrolling beat ’em up by Capcom. Streetfighter II, however, did 
the rounds of the arcades and was acclaimed as a near perfect conver¬ 
sion when it hit the SNES a couple of years ago. 

t The only criticisms were that you couldn’t play as 
the bosses, nor could you play the same characters against 
each other, although a simple cheat entered in the intro screen 
enabled this. Owners of British SNESs who had 
experienced the arcade version felt, 
j justifiably, that the gameplay was 

4^ a tad slow. ^ 

Capcom addressed all the above - ^ / 

‘problems’and put them right with 

A filled the desires of versus beat iQ' 

\ I 6''^^ of release and competi- 

m II tion at that time had to be taken 

pp If the two products were 

hands down. The only people who can ^ 

legitimately complain about Turbo are those who already 
own Streetfighter II. 


Pop ’M’ Twinbee caused a storm in the 
office due to the incredible parailax 
scrolling it displayed. 


Parodies, the horizontally 
scrolling shoot ’em up that took 
the rise out of Gradius. 


Parodlus & Pop ’N’ IWinbee 

Konami’s kraziest releases to date both scored highly, the former getting 
91% and the latter scoring 92%. The title Parodius comes from ‘a parody of 
Gradius’ - a ‘serious’ heavy metal-style horizontally scrolling shoot ’em up 
clearly targeted at the male loner 
with neither a girlfriend nor a life. 

Parodius is the SNES’s answer 
to the likes of the film industry’s 
\ Hot Shots and Airplane-in 
I sending up its own genre it | 

p actually improves the standard " 

while simultaneously providing 
praiseworthy entertainment, in ( 
much the same way as the /' 

aforementioned movies. 

Pop ’N’ Twinbee 
rekindles the vertically 
scrolling shoot ’em up genre to such 
an extent that it eclipses even Axelay 
without the use of any Mode Seven. It’s 
the only shoot ’em up I can remember 
that 
caused 
people 

over the 

cro\N6 round and have a look when it arrived 
in the office. The crowds cheered.The sequel was an 
improvement, but only just. 

They thought streetfighter II couldn’t be bettered, but 
* ’ V it was. More moves and faster gameplay came in SF 2 turbo. 


Pop ’N’ Twinbee 
as they look in 
real life when 
everyone’s SNESs 
are switched off. 


Ryu performs 
a few 
lightning 
kicks to 


ankles just 
for a daft 


Blanka’s 
electric roll is 
even more 
lethal in SF 2 
turbo. He can 
roll upwards! 


Fantasy Sequels 

Mario Kart In Space - Nintendo 

Packaged with a multitap, Mario Kart 2 would be capable of supporting two-screen 
action in a similar vein to the acclaimed Lotus 2 on the Amiga. 

Four players could choose any one of the eight existing -- 

characters as well as Wario and Ronny Oils (a character 

I’ve just made up who drives a yellow Mini). There’d be j 

20 brand new courses to choose from including real life / \ 

Grand Prix circuits, fantasy courses on bizarre planets I | 

and a track editor. / 


Chimplonshlp Snooker (Championship 
Pool2)-Nlntondo 

Even more realism could be added here, such 
as chalking the cue and choosing between 
right and left-handed players. The single 
player option would show the computer lin¬ 
ing up and playing its shots and real life 
players’ abilities would be programmed in so 
you could play against current stars like 
Stephen Hendry and past masters such as 
Walter Lindrum and Joe Davis. 


Champ Pool is 
an all-time 
office favourite. 
A sequel would 
go down a treat. 




























































Film Licence Sequels 

The Empire Strikes Back - JVC 

This sequel is noteworthy in that the movie of the same name betters an all-time clas¬ 
sic original. Exactly the same applies to the SNES incarnations. Although they’re both 
ostensibly platform games, each holds 
numerous gameplay and Mode Seven 
visual treats such as the Landspeeder 
stage in Super Star Wars (93%) and the 
flying stages in Super Empire (95%). 


The above stage is 
one of the most 
graphically 
impressive scenes 
ever seen on the 
SNES. Bag those AT 
ATs, sonny! 


Use the Force, Luke. 
Young Skywalker’II 
never be a Jedi if he 
doesn’t train a bit 
harder. Or something. 


HoiMiUoM2-TIIQ 

A couple of years ago, THQ was 
^ synonymous with failure. Release 
upon release either never quite scaled 
the heights or never even emerged 
from their cesspit. Thankfully now, 
however, games such as All 
American Football (see 
review earlier this issue) and Total 
Carnage have gone a long way towards 
polishing THQ’s tarnished image. The 
less said about Home Alone and the 
sequel, the better. 


It’s a beauty! Okay, so I’m 
lying. Anyone can make 
mistakes, even THQ! 




Super Empire 
Strikes Back 
combines platfrom 
and shoot ’em up 
elements to 
provide one of the 
most playable, 
varied SNES 
releases yet. 


A classic 
cinematic sequel 
was more than 
good enough for a 
classic SNES 
sequel: Super 
Empire Strikes 
Back. Superb. 


Forthcoming 

Sequels 

Clayfighter II, Mortal Kombat II, 
Star Wing II 

The originals of the above trio all scored 
highly in Super Action. Their sequels are 
the most exciting currently in the 
pipeline. They are all due out in the next 
few months and the progress of each 
will be covered in full. 


Many beat ’em ups have spawned sequels 
already. Clayfighter and Mortal Kombat will 
follow that trend soon. 


[ takes, 

wo, oaby 
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CAN YOU TACKLE 
THE BIG ONE? 


FIFA International Soccer brings you 
the full-throated big-match atmosphere, 
compulsive gameplay and in depth 
strategy for the ultimate soccer sim. 
Select from 30 national sides and face up 
to 8 opponents in a gruelling league 
show-down. The speed's scorching, the 
action flowing - pushing the award¬ 
winning game to its limits with a netfull 
of new features. 

The enhanced EA SPORTS 
StadiumSound™ with its multiplexed 
stereo sound reproduction will suck you 
into the 3-D action as you control your 
eleven with every trick in the book, 
from acrobatic overheads to diving 
headers. 

To win, you'll need a head for tactics, 
a nose for strategic substitutions and 
a lethal left thumb. 

FIFA International Soccer. If it's in the 
GAME, it's in the GAME. 



INTERNATIONAL 


SOCCER 




iff 

it's in 
ths GAMEr 
it's in 
the GAME” 


NEW FEATURES FOR THE SNES 

•5 Player simultaneous play with 
Hudsonsoft Super MultiTap 
•New pass power meter for inch-perfect passing 
•Enhanced EA SPORTS StadiumSound™ 
•Improved player graphics 
•30 all new chants 
•New reverse angle instant replay 
•New slow motion replay 
•New Man of the Match award 



^ Nintoffvlo^ 


INTERNATIONAL 


SOCCER 


a\SPDRTS 



The FIFA logo is © 1977 FIFA/DEYHLE. Used under license by Electronic Arts. Super Multitap is a 
trademark o? Hudson Soft USA, Inc. All rights reserved. EA SPORTS, the EA SPORTS logo, 
StadiumSound and If It's In The Game, It's In The Game are trademarks of Electronic Arts. 

All rights reserved. Software © Electronic Arts 1994. 


OCEAN SOFTWARE LTD • 2 CASTLE STREET ■ CASTLEFIELD • MANCHESTER • M3 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 
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Are today's videogames relying too much on 
fancy digitised graphics and stereophonic 
sound? We take a back to basics look at the 
crazy world of videogames and wonder 
where all the fun went. 



I n the beginning, well there 
was nothing. At least noth¬ 
ing you could plug a car¬ 
tridge into. Youth was 
brought up on a diet of hop¬ 
scotch and skipping through to 
the heady days when 
Scalalectrix ruled the roost. 

You could quite easily pop 
round to a mates for a go at 
Total Control Racing or a game 
of Subbuteo but all that is now 
a thing of the past. 

While other forms of “kiddie 
entertainment” have come and 
gone in phases, there is no 
foreseeable demise in the pop¬ 
ularity of videogames. 

In one way or form the indus¬ 
try continues to mutate. First 
consoles, then home comput¬ 
ers before branching back to 


the cartridge format again. 
Evolution. That’s what it’s all 
about. The evolution of toys, 
the evolution of fashions, the 
evolution of styles and trends - 
even the video game. 

What started out as a small, 
cheap and relatively simple 
home entertainment system, 
suddenly evolved into the 
biggest grossing business in 
the whole wide world. 

Cast your mind back to the 
late seventies, if you can. The 
introduction of the Atari VCS 
brought the blips and bleeps 
normally confined to the local 
arcade into the comfort of your 
own home. From the simplicity 
of Pong to the addictivendMiiii 
Pac Man - the Atari VCS was 
the ultimate in interactive 


entertainment and a nation of 
arcade junkies all wanted one. 

The Atari VCS created so 
many classic games in its five 
year success period. Frogger, 
River Raid, Pit Fall the list was 
endless and everyone of them 
was an enjoyable interactive 
romp. Around the 1978 period 
the first great console war 
began. Atari squared off 
against Mattel. 

The VCS vs the Intellivision. 
The former turned out to be be 
most popular with the punters, 
as only the snobby rich with 
more money had the more 
expensive Intellivision. 

So effectively the first con¬ 
soles were born. If it wasn’t for 
these then we wouldn’t be 
where we are today. Many 
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video game veterans will 
remember these machines and 
it ijn’t always untrue to sug¬ 
gest that some of the games 
on these comparatively primi¬ 
tive formats more than 
matched a lot of today’s offer¬ 
ings on the playability scale. 

In the early days it was obvi¬ 
ously playability that counted 
as fancy graphics and sound 
were simply the dream in the 
minds of the people playing 
them that would eventually 
turn into today’s programmers. 

As far as big name charac¬ 
ters were concerned, Mario 
was about in Donkey Kong, but 
aside from him platform titles 
were pretty scarce. Games 
were all based around simple 
concepts. Atari had Asteroids, 



Mattel had Astrosmash and so 
on. As time went on there 
started to be a crossover 
between machine formats. 

The same videogame titles 
began to appear for different 
consoles. No longer did one 
particular system have the 
only version of a game. 

Companies began developing 
for more than one machine as 
they realised that this was how 
to make even more money in 
this fledgeling business. The 
video game industry had begun 
in earnest. 

After the arrival of another 
machine that had some minor 
success - The Colecovision, 
the bottom suddenly fell out of 
the the cartridge market. 
People suddenly got fed up of 


paying £25 for a game (yes 
kids it was that expensive 15 
years ago!). 

Home Computers hoved into 
view with their £7.99 cassettes 
and a promise that they could 
be used for more than playing 
games, parents all over leapt 
on the bandwagon. “I’ve got it 
so he can do his homework on 
it!” could be heard in house¬ 
holds all around the country. 

The prospect of thousands of 
twelve year olds doing their 
projects on their Speccys 
though was not a realistic one 
and it soon became apparent 
that doing schoolwork was not 
the major reason kids wanted a 
computer! Parents were has¬ 
sled, video games were bought 
by the wagon load and sudden¬ 


ly everyone was hooked. You 
no longer had to hop on a bus 
down to the local arcade, you 
had it ail there - in your own 
front room! After the video 
game became easily accessi¬ 
ble to everyone, all the other 
five minute fads seemed to 
fade into the background. 

Raleigh Choppers were left 
unridden. Action Man became 
confined to his barracks and 
Crossfire never made it out of 
the box anymore. The video 
game had indeed arrived. 

Since then, the home console 
has come a long way. From its 
ZX81 roots, through the 
Commodore 64 phase, the wide 
spread popularity of the NES 
and bang up to today’s current 
64bit consoles. 


As you would expect, the 
software evolved over the 
years too. Games such as Pong 
were considered old hat and 
everyone was looking to the 
future through a rose coloured 
VR helmet. 

Admittingly today’s software 
is a massive improvement on 
the likes of Frogger, but most 
of the current software fails to 
capture the excitement and 
addictiveness that so many of 
those early games had. 

Both the Sega Master System 
and Nintendo Entertainment 
System had been around for a 
considerable period by this 
stage but had failed to make 
any real impact. The Sega 
Mega Drive was the machine 
everybody put their cartridge 
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DECOMEAJEDIMA^ 
WITHOUT EVER LEAVING HOME. 


Mioye left: The classic ‘avoid the cars and keep on the logs' cart - Frogger. We're still waiting for a 90's remix with 
bated breath. Above middle: Pac Man started the videogame boom as far as the general public were concerned, and 
now Nintendo themselves have reworked the arcade original onto the Game Boy. Some people may have never played 
the free standing original, but now they can make do with the GB one! Above right: Parker Brothers cornin’ at ya! Could 
you have handled all the excitement of being a Jedi Master - without leaving home? Well thousands did in the early 
days and Parker Brothers continued to pump out millions of Atari VCS carts to the eagerly awaiting public. 




Above left: Joust by Atari. Fight fire breathing dragons at a leisurely pace. Above middle: Mattel Electronics present He 
Man - Masters of the Universe for the Intellivision. Skeletor has never been the same. Above right: Yes, even Spider 
Man got in on the Atari act, although his arch villans were a tad linear in those days. Below left: Pac Man - what a 
boy! The original and still the best arcade conversion around. Below middle: Advanced Dungeons and Dragons for the j 
Intellivision system. A classic, or so I’m lead to believe. Below right: Disney 's futuristic movie, Tron, gets converted^ 


LOVE 
AT FIRST 


PACMAN. ONUf FROM ATARI. 

HJiVE YOU ftAYroATiKi TC»W' JH 


^ tmmj-aLe.CTe,onics- 
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million dollar softifllirl^ack- 
ages. All he needed vgps an 
idea ^d the energy to carry it 
off succ%sfully. 

Admittingly, today’s software 
is an improvement on ye olde 
Atari carts, but I can’t honestly 
select a modern day game that 
gives me the same buzz as 
River Raid did when i was a lit¬ 
tle gamesplaying kid. 

But with all this new technol¬ 
ogy on the horizon, as well as 
every Tom, Dick and Harry 
releasing a 64bit console, there 
are a handful of carts which 
stay true the original idea of 
video games. 

Concentrating more on the 
gamepiay aspect of a game, 
rather than its visual appear¬ 
ance or sound quality, maJkes 


is where the majority of our 
interests lie, Sega have their 
Mega CD which now looks like 
it is beginning to take off and 
Nintendo have their top se^et 
Project Reality in the pipelim. 

Atari are set to make a con¬ 
sole comeback with their 
Jaguar machine which will be 
in the shops soon. And as for 
Mattel, well I noticed they’re 
selling Action Man in Toys R Us 
again last week! 

It was technology that took 
the video game to a higher 
plain. Digitised graphics, roto 
scoping, parallax, most of 
these words didn’t exist when 
Nolan Bushell sat in his garage 
and invented Pong. He didn’t 
need the help of numerous 
image processors and multi 


prices continue to rise steadily. 

Nintendo decided to spoil 
Sega’s fun by introducing the 
Super Nintendo in this country 
after a period of uncertainty as 
to whether it would ever make 
it. Game prices rose ever high¬ 
er as people seemed prepared 
to pay well over £100 for near 
arcade perfect conversions of 
the Streetfighter 2 game that 
had recently taken the arcades 
by storm across the globe. 

And that leaves us where we 
are today. On the home com¬ 
puter side, the ST is virtually 
no more. The Amiga is begin¬ 
ning to struggle. 

The only real growth market 
is PC which continues to go 
from strength to strength. As 
far as the consoles go, as that 


hopes on, and sure eipough, 
when it was launched to 
astounded audiences in the 
late eighties, it signalled the 
beginning of a new and excit¬ 
ing era in video games. 

It was unthinkable that a car¬ 
tridge based system could 
cope with games of this stan¬ 
dard. People rushed out to buy 
one, even though they were not 
initially cheap. Game prices 
were what put the kids off. 

Buyers who had been weaned 
on £20 were now looking at 
nearer £40 every time they fan¬ 
cied something different. It 
was make or break time. 

If the public didn’t bite now it 
would all go horribly wrong. 
They did though and in fact 
they are still biting as game 




pc- : 

-1 

1 
' 9 



i_ 
























T he name Nolan 
Bushell might not 
mean very much to 
you but he is one of 
the major reasons you are 
sitting here reading this as 
we speak. 

In 1972 Nolan sat down 
and just knew he wanted to 
do something different from 
the forms of entertainment 
that existed at the time. 
Being 1972 and with tech¬ 
nology being far from the 
heady heights it is currently 
at, there were obviously 
going to be limitations. 

The result of his electrical 
fiddlings was a crude bat- 
and-ball game called Pong 
which was the first ever 
video game. The “plot” was 
really, really simple. 

It was just a very basic 
version of tennis where two 
players had to knock a dot 
between two lines with the 
aim being to get it past the 
other’s defensive bat (trust 
me, it sounds a lot more 
complicated than it was!). 

The game was a phenome¬ 
non with it being some new 
and different and therefore a 
novel method of marketing it 
had to be found. Bushell set 
up his own company to per¬ 
form the task. Taking it’s 
name from his favourite 


board game - GO - he chose 
the word Atari which means an 
expression of victory similar to 
Check-Mate in Chess. 

Pong was just the beginning 
of a whole revolution as 
Bushell had plenty of ideas as 
to where he wanted Atari to go 
in the future. 

After repeating his success 
with several other games 
Nolan decided the time was 
right to get out and sold up his 
shares to Warner Brothers for a 
cool 40 million dollars. Not bad 
for a young electrical engineer 
who had started up work in his 
own little garage is it? Bushell 
had made his killing and start¬ 
ed a revolution that the whole 
world is still experiencing. 

The Atari VCS (pictured here) 
was the home entertainment 
kit in the 70’s. Every kid on the 
block either had one or was 
saving up to get one. In the 
later part of the decade there 
was only one present that was 
acceptable for Christmas. Hula 
Hoops were definitely old hat. 

All the aracde classics were 
converted to this little black 
box of joy, including Frogger, 
Pac Man, River Raid, Asteroids, 
Adventure Land, Empire 
Strikes Back, Pitfall and Duck 
Hunt. The choice became huge 
as more and more games 
appeared each month. 


At this stage the only way to 
tell a good game was by trial 
and error. There were no mags 
around to let every one know 
what to buy. The companies 
did produce the occasional 
newsletter but they only said 


how good their games were. 
Why should they slag off 
their own products? 

From here the rest is history 
and we are where we are 
today from these amazingly 
humble beginniungs. 


the game instantly playable - tions go. The term ‘vidsogame’ of endless naff movie licences, the arcade classic, Battlezone. 
like all good games should be. will no longer be justified. I’d love to see some of the old Gametek have made the game 

Okay, there are some games Gamevideo would be a niSU Atari VCS games converted just as playable as the original, 
out there which manage to do apt description of what lies #«ionto the modern day consoles, Bomberman too oozes playa- 
both, but I’m sure you’ll agree ahead for the'^verage games- arid I’m sure I’m not the only bility, but combines it with lush 

that they are few and far player. Watching long |ligitised either. These kind of graphics and sweet tunes to 

between. We get through a hell video footage and pressing games rely on the gamesplay- make a good looking, enjoy- 
of a lot of carts each month button once every three hours er’s responses, his co-ordina- able game. And that’s what 
and its very rare that one will isn’t my idea of a good game. tion and most of all his most people are craving for. We 
actually stick out from the rest And just because a software gamesplaying skills. don’t want a game that looks 

of the crowd and be played to house has spent X amounts of Whereas games being pro- like a Hollywood movie if it 

the deatl^y the entire Super cash on producing a movie duced for the latest high tech plays like a THQ reject. 

Action team. quality interactive game, that CD ROM 64bit machines just It seems like gameplay has 

Bu^l^hen that does happen, doesn’t mean you’re going to hope that the visual content become a thing of the past. But 
it happens, not because of its enjoy it any more. and the hype surrounding the wouldn’t it be nice if software 

graphics, but because of its A definite back to basics poli- game will be enough to entice houses took the fancy graphics 
instant appeal and the sheer cy should be introduced into you into having a go, or better and all the high tech wizardry 
playability of the game itself. the games industry, let’s get still, buying it. and mixed it up with the old 

With the introduction of CDs some of those old classic Certain games currently on school elements to produce a 
into the video game market, it arcade games reworked onto the market do actually have visually appealing cart with 
opens up a whole new ball the SNES or the Mega Drive that boost of old school energy, bags of gameplay? Now that 
game as far as visual limita- instead of crappy conversions Spectre is an obvious clone of would be a step forward. 
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VIRGIN 


Above: She flies through the air with the 
greatest of ease - thaVs foxy Roxy! 


N ow that the console mar¬ 
ket is as flooded with 
sensible basketball carts 
as it is with football sims 
and platformers. Virgin Software 
have taken a walk on the wildside. 

The strangely entitled Jam it! 
from Virgin has about as much to 
do with the rules of basketball as I 
have with Cliff Richard's back cata¬ 
logue. This game is a total 
boomshakalak of a game, 
it's the sort of basketball 
.y] you would play with your 
ip|p||j mates in the school play- 
ground, you know, the 
rail Mi i kind of game with no 
rules whatsoever. 

P The basic idea is that 

“ ^ you must select one of 
^ the three original gangsta 

®<&Tr b-ball players and play 
“—against another home 

boy for bucks. You -v 

place a bet at the ~ 

start of each 

'session' and | 

then the winner 

collects 

and 

moves onto 
another 
Your player 

options are quite 
limited. You don't get an endless 
line of players to choose from, 
just three. First up is a small, 
stumpy rim shaker - fresh from the 

■ Bronx. Sporting a 
Malcolm X vest, he 
comes under the monick¬ 
er of 'Chill' - nuff said. 
Next in line is the lovely 
Roxy. This luscious beach 


If you’re not a big fan of the 
squeaky clean rules and 
regulations of an official NBA 
game, then how about a hardcore 
streetwise booya backyard jam 
fest? Bring the noise! 


Above: By gum! A busty beach babe 


babe can Booya with the best of 
them and she's a bit of a stunner to 
boot! Finally we have Slade. 

Now this guy ain't Noddy Holder 
and there isn't a Cup A Soup or a 
platform boot in sight. He's the 
tallest of the bunch and he certain¬ 
ly means business. 

If you play against your chums, 
then these three dudes will be the 
only ones you'll ever see. But if you 
play the game on your own, then 
you'll be subjected to playing 

■ against other 
mysterious back- 
board slappers, 
like Judge for 
example. 

If you've under¬ 
stood any of the 
above, then you 
will no doubt 
realise that this 
game is played 
one on one. You only get to see half 
of the court at any time, and the 
whole idea is to steal the ball clean 
outta your opponent's hands and 


Above: Judge tells you like it is. Well, 
he explains the options anyway. 


Above: Judge gorilla dunks his way into the 
finals. Big bucks cornin’ at him! 


Above: The foxy Roxy and chilled Chill ’jump 
around' to their all time fave dance tunes. 


Above: Here’s your courts. Only three to begin 
with, but play hard and you’ll see new ones! 


Above: Gimmie 
the ball, come 
on give it to me 
you eediota 


Above: Hi, my name is Roxy 
and I’m really foxy! 


Right: Each 
time to slam a 




get your score 
written in 
spray paint. 


Mr Chill gets it 
on with Roxy. 
There’s $100 at 
stake here, so 
play tough! 
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Choices, that’s what it’s all about brother. 
Peace, love and two player heaven. 


Above: Where the hell is the ball? Sod it, lets 
do a 'high five' instead eh? 


Above: Slade hooks it in from under the rim. 
Sort your knee pads out mate, they look pump. 

slam it home as many times as 
possibly can. 

Depending on which "choice' you 
decide on, the game can last up to 
21 baskets, the first to reach that 
number being the winner. One 
"choice' relys solely on you scoring 
only slam dunks, one only on three 
pointers etc - you get the picture. 

As with real life street basketball, 
there are no referees, so you have 
to shout the fouls yourself. I per¬ 
sonally couldn't be bothered to 
stop the play and call for a free 
throw, but believe me, the comput¬ 
er controlled players will do it at 
any opportunity. 

All the dunks and slams are 
viewed in a rather smart close up 
angle. Here you will see your player 
"in flight' above the rim and, on 
your command, they will release 
the ball towards the hovering hoop 
in a bid to score the points and in 
return, steal all the dough. 

The cart is far from complete at 
the moment, so I won't go into all 
the little bugs and glitches I discov¬ 
ered whilst playing. But on first 
impressions, Jammit! looks and 
sounds great and plays reasonably 
well for a one-on-one Bball cart. 


DEMO 

* ONE PLflYEK 
TWO PLAYEC 
0 P T f 0 W 2 


Above: Slade gets airborne above the rim. Will 
it go in or will he flunk it? 




Above: Double vision at the Fishead’s Ball 
Park. Slade versus Slade. I bet Slade wins! 


Judge and foxy Roxy battle it out in the centre 
of the court. Attack of the beach babes! 


FIRST LOOK 


It’s a fairly simple bas¬ 
ketball game that nice¬ 
ly introduces the seedy 
side of the game (gam¬ 
bling) to the general 
public. I’m sure many a 


Above: Whooooooooah... 
Boo Ya! No sell out! Slam it 
in! Shut up and jam! 


Below: Roxy gets fresh as 
Slade stands still, looking 
mean and streetwise. 


Above: Judge may be seven foot tall, but he 
still has to jump with the rest of them. 




school kid will be spot¬ 
ted around the country 
handing over his 
Dairylea to the local 
Charles Barkley after 
the release of this cart. 
I can’t see Jammit! 
stealing the basketball 
crown from NBA Jam, 
but it might give Shut 
Up & Jam a serious run 
for its money, we will 
just have to wait and 
see which one the kids 
like won’t we? JAY 
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B ased on the popular 
action/adventure drama 
Stateside, Time Trax puts 
you in control of Captain 
Darien Lambert a fugitive retrieval 
officer sent back in time to present 
day on a mission to hunt down and 
destroy a gang of felons from the 
22nd Century. 

The game opens with a few bits 
of apparently valuable information 
about the main character. Born on 
August 17th 2160, Darien Lambert 
was unclaimed by his birth parents 
and was raised 
by, erm, some¬ 
one else. His I.Q. 
was 204, his 
speed memoriza¬ 
tion rate 1.2 
pages per sec¬ 
ond. He could 
run the 100m in 
8.6 seconds, the 
mile in only three 
minutes 38 sec¬ 
onds. With a 
heart beat of approximately 35 
beats per minute he had a life 
expectancy of over 120 years, he 
also had difficul¬ 
ty In pronounc¬ 
ing the word 
"ridiculous" and 
detested over¬ 
cooked sprouts. 
Why all this 
information you 
may ask? When 
it comes to 
films, snippets 
of background 
information and 
quirky little 
details add 
depth and empathy to the portyal 
of a character, but I sat there and 
watched screen after screen of 
inane gibberings about Lambert 
thinking it would be of some practi¬ 
cal use (more fool me). It wasn't! 
Still at the end of the day it's the 


game that counts and not all the 
trimmings that go with it. 

The evil Dr Mordicai Sahmbi has 
developed the ability to teleport 
mass through time and space and 
along with the deadly assassin, 
Sepp Dietrich, and a gang of hard¬ 
ened criminals have themselves 
gone back in time to flee the full 
penalty of law facing them in the 
22nd Century. 

As Darien Lambert you must bat¬ 
tle through eight breathless levels 
of action in pursuit of these time 
travelling adver¬ 
saries; from the 
secret laborato¬ 
ries to the wild 
water chase off 
Hawaii each 
location throws 
up new chal¬ 
lenges and dan¬ 
gers for out 
intrepid cop. In 
every stage you 
must gather 
clues and solve problems which 
will lead you to the fugitives base 
and allow you to apprehend or 
destroy the villains. 

The advanced training that 
Lambert acquired whilst at the 
Academy gave him the ability to 
utilise some pretty impressive 
powers. Advanced mind control 
techniques especially those relating 
to Beta wave control gave him the 


This secret room can be entered if you have 
the key and it's full of power ups. 


Blast your way into the secret laboratory. 


Futuristic cops that travel back 
through time on the trail of 
escaped murdering criminals, now 
there’s an original idea for a video 
game or two - thousand! 


Avoid the spikes by swinging 
along any low pipes that may be 
conveniently placed. 


Left: Shoot the 
lasers canons to 
progress through 
the lab. 


Certain objects may look out of reach but 
there's always a way to get to them. 


Blast, kick or punch any objects that may 
appear, they probably contain icons. 

Right: Darien 
approaches 
the Fugitive 
RetreivalHQ 
for his 
breifing about 
the mission. 


Below: 
Everyones 
against you. 
Even the lab 
assistant will 
try and break 
your head. 
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A little bit waffley in 
places, but then that 
doesn’t real affect the 
actual gameplay in any 
way. Overall, Time Trax 
looks to be a pretty 
decent game at heart 
with lots of action, 
above average graphics 
and sound, and a fair 
amount of longevity. 

It’s only drawback is 
the possible overuse of 
the tired run, jump and 
shoot platform 
approach. Despite that 
it’s a generally playable 
game with quite a lot to 
offer the platform fan. 
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Left: The 

fugitive 

retrievai 

section 

headquarters. 
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SELMA your handheld computer introduces herself to you and gives you your mission objective. 


Is that the smell of grease paint? No, it's the 
smell of fear as your spotted by a fugitive. 


Darien Lambert pits his wits against a large 
tree. The tree wins! 


Trouble's afoot on the building site for old DL. 


Your energy is highlighted by the green bars. 


Climb the ladders but avoid the large spider. 


The bosses require Time stalling attacks. 


Several stages will require you to blast the 
enemy whilst on the move. 


Darien fails onto the spikes wrecks his trainers. 


Right: The misty appearence 
is caused by the mass of 
cobwebs that cover the level. 


Lets face it Darien Lambert, Fuigitive retreival 
agent, is one clever son of a.... 

fans and if you are one, I don't 
think you'll be too disappointed. 

As always, a full in depth review 
is highly necessary before I pass 
my final judgement on Malibu's 
Time Trax, but the charge of it 
being just another cacky platformer 
looks to be up against a fairly 
decent defence that would strongly 
suggest otherwise. More news and 
possibly a full review next month. 


ability to slow down the visual 
images to the brain, commonly 
known as 'Time Stalling'. This 
means that he can temporarily 
slow down his enemies making it 
easier to waste or avoid them. 

Lambert's only true companion 
and source of information in the 
present day is his trusty handheld 
computer SELMA. This provides 
him with information as to the 
whereabouts of the fugitives he's 
after, warns against any potential 
dangers that lie ahead and advises 
on evasive actions and techniques 
for completing each stage. 

As far as action/adventures go 
this one looks like it 
means business, neat 
graphics complement 
the fast paced game- 
play nicely and the 
problem solving 
requirements mean 
there's plenty of flesh 
on this platformer's 
bones. Time Trax is 
nothing striking, but 
these sort of games 
seem to have avid 
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TITUS 





Sink or Swim is a Titanic game in 
more ways than one. Firstiy it’s 
set on a sinking ship and secondiy 
it’s a very sizeabie game indeed. 


Nintendo formats by offering a 
gaming challenge rather than just a 
piece of visual entertainment. 

To follow in the success of such 
games, Titus are about to release a 
SNES version of Sink or Swim. A 
big hit on the Amiga, SoS follows 
the adventures of Kevin Codner (oh 
tee ruddy hee) as he attempts to 
save the hapless passengers and 
crew from a sinking ocean-going 
liner. The rats are long gone, the 
water level is rising fast and you 
don't have your water wings on, so 
quick action is most definitely the 
order of the day. 

The passengers are in a state of 
panic, as you would be with tons of 
fast-sinking metal around you, and 
your task is to guide them from 
their imminent deaths and aid their 
escape to the relative safety of the 


M indless blasting of 
marauding genetic 
mutations may appeal 
for a short time but it 
hardly requires much cerebral 
effort does it? For this reason, 
strategy games such as Lemmings, 
Troddlers and Pushover have all 
proved successful on their Super 


Kevin Codner gets a little hot under the collar 
as he falls from a platform into the flames. 


Above: In the ship’s Eskimo quarters (!?) it‘s a similar story. 


shark-infested sewage water. One 
thing I did notice about this game 
was that all the voyagers appeared 


Why this is so I'm not sure but 
maybe it was an ocean bound con¬ 
vention of the Paul Rutherford (the 



Kev searches for the missing passengers. Surely they’re not going to walk across a tight rope? 


to have big handle moustaches. 


geezer with the tache in Frankie 



Below: In the 
safety of his little 
submarine Kevin 
doesn’t have 
much to worry 
about. It's the 
poor sped in the 
drink who will 
have to swim for 
miles to find land 
I feel sorry for. 


Right: Down in the 
engine rooms the 
mechanics are in a 
state of panic, so 
they run round like 
headless 
chickens. 


Below: No time for 
lounging on the sun 
deck when there 
are mousatchioed 
passengers who 
need saving. 
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The chefs encourage you to make the supreme sacrifice for Cordon Bieu cookery, Key kehahs! 


goes to Hollywood) appreciation 
society. Or maybe not. 

As you would imagine with a 
puzzle game of this nature there 
are numerous dangers and obsta¬ 
cles that make Kevin's life more dif¬ 
ficult. Exploding boilers, watertight 
doors and these huge great press 
things (like the one that killed the 
Terminator) all pummel, burn and 
squish any unsuspecting 


moustachioed passenger who may 
get close to them. 

This isn't good for Kev's image 
you understand. As the 'sinking 
ship saviour extraordinaire', losing 
innocent people isn't posey 
at all and if you don't man¬ 
age to save a set number 
from each of the 100 levels 
then you won't progress. 

Very Lemmings-esque. 


Basically you've got your hands 
full here. You must guide the pas¬ 
sengers with a combination of Pied 
Piper and sheep dog skills. 
Sometimes they will follow you but 
at other times they must be ush¬ 
ered away from dangerous situa¬ 
tions. Conveyor belts and pulleys 
are dotted around and by flicking 
various switches at opportune 
moments they can be used to 
move passengers around the levels 
and help them avoid life threaten¬ 
ing situations. 

Luckily for Kevin, he has an 
unlimited supply of bombs and 
these can be used to blow open 
sealed doors or blow up any debris 
that inhibits your escape. On cer¬ 
tain levels, one of the main hin¬ 
drances will be the water level and 
you may have to spend a little time 
in the drink. To deal with just such 
a scenario you have a limited sup¬ 
ply of oxygen strapped to your 
torso. No such luck for the passen¬ 
gers I'm afraid and Kev must hurl 
the wall mounted oxygen tanks 
down into the freezing depths or 

THEDAILYSUNII 


CODNER-HERO 


KEVIN DOES IT! 


A very colourful and 
playable platform/strat¬ 
egy game along similar, 
though not identical, 
lines to Lemmings. With 
100 levels of sea-faring 
action, this looks set to 
be a huge game with 
enough longevity to 
make it worthwhile 
playing, a rare thing 
these days. 

Overall this may not 
be the most original or 
indeed the most 
unrepetitive game in 
the known Universe but 
it certainly is an appeal¬ 
ing mind masher for 
those who require 
something more than a 
moronic wade-in-guns-a- 
blazing game. I liked 
what I saw. NEIL 


Here’s the ship that’s causing you aii the 
grief, it may not took tike it’s sinking but 
beiieve me it is and fast. 

sadly they drown. If all else fails 
our pal does have a small rescue 
dinghy he can inflate, but again 
this ain't too good for his heroic 
image so use it sparingly. 

Sink or Swim is only 
about 80% complete at present but 
it already looks like a good, solid 
platform puzzler. Its cartoon-style 
graphics are clear, colourful and 
smooth which definitely increases 
the instant appeal of this game. 
With action taking place through¬ 
out the whole ship, there are 
numerous levels of engine rooms, 
kitchens and passenger quarters to 
negotiate. 

All the levels are well designed 
and look set to provide a decent 
enough challenge even for a strate¬ 
gy game virtuoso. We will bring 
you a full review of Sink or Swim 
as soon as is humanly possible. 


I FIRST LOOK 


Kev makes the papers with his heroic rescue 
of the passengers on the finer. 


his dogs and Codner tooks on in disbelief. 


Watch out for the lighting fixtures in the ball room many have been shorted out by the water. 
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IMAGINEER 


It’s that World Cup football 
simulation thing again. This time 
it’s the turn of imagineer to set 
out their staii and dispiay their 
wares in preparation for the Worid 
Cup countdown. 












Having flipped up the ball, Maradonna attempts a diving header at the net. 


A bit of subliminal advertising on the 
hoardings for another Imagineer footy game. 


H ere's a little quiz for you. 

What battle has represen¬ 
tatives from 32 countries, 
takes place in the USA 
and is looming large? Well I'm sure 
it won't take hours of brain wrack¬ 
ing to work out that it's the world 
cup and to mark this momentous 
event Imagineer have released a 
brand new SNES game. Now here's 
another little quiz. Can you guess 
what the game is about? Mmmm, 
now that is a tricky one! 

Okay, you're possibly just a little 
irritated about having yet another 
footy game cashing in on the 
ridiculous amount of hype sur¬ 
rounding soccer's biggest prize, but 
really, what do you expect? I think 
it's probably best to look at a time 
like now as football simulation 
heaven - I mean what a choice we 
have at the moment. 

Where was I, oh yes Kick Off 3. 
Like a couple of its peers, K03 con¬ 
centrates on the excitement and 
technical aspects of International 


The goalie punches the ball away from the a 
dangerous situation in the box. 

footy. Each of the countries taking 
part has a different playing style 
reflecting the character of the 
nation. These differences are deter¬ 
mined by the nine types of player 
who govern how the whole team 
plays. These key 
players are the 
Sweeper, Libero, 

Centre Back, Full 
Back, Playmaker, 

Winger, Striker, 

Goal Maker and 
Target Man. 


It's kick off time between two giants of the 
International footballing world. Guess which? 

A variety of other factors includ¬ 
ing physique, climate, and diet all 
influence how these key team 
members interact with each other 
and the other players on the pitch. 
This means that a team with identi¬ 
cal tactical formations but with a 
different composition of star play¬ 
ers will always play in totally differ¬ 
ent ways. 

So what's so great about these 
key players? Well, whereas an ordi¬ 
nary player may pass the ball to 
their nearest team mate, a key 
player such as the Playmaker will 
actually pass the ball into the space 
just ahead of their team mate. This 
means that the other player can 
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It's a Goooooaaallll! The Argentinian forward 
makes no mistakes with the open net. 
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The Argie gets down on his knees and whoops 
it up after just scoring a scorcher. 


run on to the ball and keep the play 
flowing more smoothly and make 
the team play together rather more 
realistically. 

Due to enhancements such as 
these, K03 claims to be the most 
true-to-life football simulation to 
date and this claim is not totally 
without foundation. There are 
countless special features and con¬ 
trols that become apparent whilst 
you play. Abilities such as chesting 
the ball, flicking it up for a volley, 
and diving for headers certainly 
give the impression of realism and 
that in itself is enough to make it 
stand out from the crowd. 

Obviously there is a World Cup 
option but in addition to this there 
is a 16 team knockout competition 
and an eight team league for you to 
play with. An International friendly 
option allows you to compete in a 
head-to-head game against the 
computer, another player or team 


FAIR PLAY 



The referee and linesmen can be the most 
loved and the most hated people on the 
football pitch. We may often think we could do 
^ better Job but it can't be easy. _ 














































































WHAT A REFRESHING TACTICI 





—-^ : 

. 1 ®-: 
. (8 



M 



; __ , 1 ,^” 


— f 

: m 

__ 


: : : 






© 


HOLLAND: 4-1-3-2. The Dutch use the Lihero to play in front of 
the hack four, moving the hall towards the opposition. The two 
wingers attempt to constantly feed the ball to the strikers with 
a series of low ground passes. 


BRAZIL: 4-3-1-2. Two Liheros play at the hack to move the ball 
upheld as quickly as possible and set the lone striker up with 
as many goal opportunites as possible. Brazilians play with a 
high degree of hair and agility. 


CAMEROON: 4-2-4. These players have the agility of the 
Brazilians combined with the strength of the Europeans. Two 
attacking full backs, a Playmaker and a Goalmaker in midheld 
plus two stikers upfront means they are an attacking side. 




GERMANY: 1-4-3-2. Building from the back with the Sweeper 
and two Full Backs, the Germans tend to push forward to the 
Playmakers in midheld who themselves feed the Strikers. A 
discipiined lot who lack the exuberance of Brazil. 


ENGLAND:4-4-2. Withal . 
the two wingers are used to cross in to a Target man and Goal 
Maker playing behind the Stiker. This means that they are very 
good at poaching the odd goal. ^ 






Diving headers don't always come off, as this 
Brazilian striker demonstartes. 

up with a mate to whop the com¬ 
puter. For experienced football 
players a 30 stage challenge is 
included to test your abilities. 

Naturally there are plenty of 
game options to back up the sub¬ 
stantial list of play options. These 
are designed to allow K03 to be 
enjoyed by beginners and footy sim 
masters alike. Variables such as 
ball speed, simulation and arcade 
modes allow the game to be played 
at several distinct levels of 


Left: The Argentinian 
makes a rather nasty 
professional foul on 
the Brazilian 
forward. Duch! 

difficulty. And another 
useful addition is a prac¬ 
tice mode in which you 
can perfect all your 
passing, dribbling and 
shooting skills to max¬ 
imise your key player's 
potential in the real 
world class games. 

My first impression of 
Kick Off 3 was that the 
graphics don't really 
look that special at all. 
The pitch is predomi¬ 
nately a sideways 
scrolling affair and it lacks the 
detail and polish of some of the 
other football games on the market 
at the moment. Similarly the play¬ 
ers are a little on the weedy side 


Right: By holding 
down buttons A and 
X you can flip the 
ball into the air for a 
header or a volley. 

and therefore going in 
for a crunching tackle 
doesn't really have the 
same appeal. 

Having said all that, if 
you have the option of 
a great game of realis¬ 
tic football then, I think 
it's worth sacrificing 
some of the visual 
excellence, don't you? 

This is certainly a game to look 
out for especially in the next couple 
of months. What with the World 
Cup and all I think it's going to be 
hard to miss it. So keep you eyes 
fixed firmly on Super Action for a 
full review and our honest opinions 
about Kick Off 3 in the next 
issue...or so. 
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FIRST LOOK 




It's a lovely save. The goalkeepers can dive, 
lunge and punch the ball out of the net. 





Not a gorgeous looking 
game but it’s the action 
that counts at the end 
of the day and this 
looks to have some of 
the most realistic 
gameplay ever. Each of 
the teams has unique 
characteristics 
determined by a host of 
variables. In practice 
this makes each game 
a different challenge of 
tactics and hard, fast 
activity. 

The use of key 
players is a neat idea 
and if after extensive 
play they prove to be as 
impressive as they 
sound then this should 
do well in the review 
scores. NEIL 
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■omething, they do it big. 
lilVITV’s Ray Cokes and our 
id Burton to produce a 
les. This was the resuit». 


[^>f all the lat- 
M the shelves, 
the latest 
linin' tunes. It 
previews 
Hren't gonna"^ 
Her Nintendo 
Hratieast. 
Het'fras been 
months. 

lore than 


average. The idea was to make the H 
video spectacular and amusing 
whilst getting the point across - HI 
that Ocean Software i s gea r e d up 
to be the greatest 3rd party devei- 
oper for your Nintendo. "We M 

couple of Ideas for stars who woQ^HjjH 
help present the feature along with^^H 
yourself." joked Nick Ciarkson, 
Ocean's top NIarketing bod. "Mike 
McShaoe - that bloke who played 
Little John in the Robin Hood epic 
of '91 -^ire may well have been a 
good choice of host but we finally BB 
settled for MTV's top Video Jockey W^. 
Rayr Qpkes the man with more than fv^ 
faces and girlfriends... 4 > 
l^^edly." & 

So what's Ray really like? I'll tell|^^^ 
you. The danger with TV is that 
' when people become household 1 
names they get bolshi and j 

down to people. But not Ray. Hels a^sH 
gpniiffiety nice guy with real tal i^^ J 
^»jivtnch makes a refreshing chan^gHH 
^ Watch ouHor Ray Cokes, it's on^^^BTW 
matter of time... 


Man<did4ten6as6j^TO 

^ipwreei, a 
be 

(European Cbmpm^ 
and sent<^put^ll tlfid.'g^ 
g a me rdtff ler s 
store u$e,^ 


TVOOAN TVOCEAi 


Above: “So Brad, 
what are the kids 
wearing today, " 
asks MTV’s Most 
Wanted. “Just look 
at me, ” replies our 
beloved news 
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11am. We arrive at the Dog , a restaurant a minut|M^^I 

away from the sleaze of London's Soho district. I am told that 
tion was chosen because of the decor's wackiness and as f descend the I 
stairs I suss out exactly what they mean. The place is compieteiyl 
strange, bright orange paint slapped everywhere, the creation of a mad* 
man. The film crew are already in place tweaking the lighting and doing 
all sorts of techy stuff. 

I am given my brief from the Director 'Jez'. My role is to be a top 
American sports and fashion expert who knows everything afamt com* 
puter games. I will be interviewed by Cokesy and give as gdit^ as I am 
given. Oh yes that's me. 

1:15pm. We are scheduled for a 1pm start, and the big star has still 
not arrived. Tsk celebs, eh! When he appears he is in a cracking urban 
disguise, looking more like a parcel courier than a man whose face is 
known to millions. Ray has chosen to ride his bike to tha Dog rather 
than jump in a taxi and as he removes his helmet^ I introduce myself as 
Shaquille 'O' Neal. Ray laughs. 

Now if you've ever watched Ray's show, MTV's Most Wanted (week¬ 
days 8:00pm), you'll be familiar with the format of the programme and 
the likes of Rob the faceless cameraman. After a few fatee starts, Ray is 
away. "So why are US sports so successful over here fo the UK?"^ he 
asks me. "Fashion's a big part of It. I mean 

■ ^ho's anyone is vveMring the 

>ok at me," I stry. In his unique 
I Ray qut^y moves on and as 
t as it has begun iVs over and 
ly job Is complete. 

I'd been put up in one of 
London's finest hotels and 
given expenses, all for 
around 40 seconds of 
footage. Crazy, huh? Still, 

- Ocean needed someone with 
a bit of nous^who wasn't 
afMid of talkih^^lii' front of the 
■mere. 




l^^yg^^^^nl^ivead^ted a different slant for each of their two.new^bllsiietb^l 
superstar-endorsed carts. NBA Star Michael Jordan is bapk front earl^^ 
retirement to star in a Flashback/Soccer Kid-style ganie^vhim he lines' 
the basketball to dispose of the bad dudes. Meanvybjf^-jammer exl^i!^ 
ordanaire Shaquille 'O' Neal plays top billing in 

in which you jump into the skin of seven foot Shaq ahd::j^ down tO«iim[ 
to take on drug dealers Final Fight-style. I 

In Jurassic Park II, Dr David Grant is back on the island 
multi-national corporation capture DNA for thm 
Typically it's a platformer that takes you through the iungl||a|y||jj|||||^ 
theme park. On top of all that Ocean are also in developmen^^^^^^^^nB 
and NHL 95. That's the truth - just remember where you h^rd 
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Above: How does 
Ray Cokes get to 
work in the 
morning? What’s 
Ray really like? 
Brad turns the mic 
on the presenter 
during filming 
breaks. 


Right: Brad plays a 
top sports and 
fashion expert who 
knows everything 
about computer 


Below: Ray Cokes 
checks his 
credentials. 
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WORLD CUP ST 


Last month saw the launch of Super Action 
magazine’s very own World Cup Interactive 
Footbail competition sponsored by Eiite. 
Here’s the second exciting instaiment! 


A lready the entries are flooding in 
and several Carling Premiership 
football clubs including Sheffield 
United, Norwich City, Manchester 
City and Spurs have been in touch. 
This month, Chris Kamara, Alex Lee and a cou¬ 
ple of readers reveal their choice of goalkeepers 
and back fours. Next month well show you what 


Known affectionately by Sheffield United 
fans everywhere as 'Lionel' after top pop 
star Lionel Richie, this experienced, tough 
tackling midfielder knows all about com¬ 
peting at the highest level. Chris is the 
proud Dad of two sons Ben and Jack. Here 
are his selections and comments. Thanks, 
Chris, for your time and efforts. 


Carlos Alberto (Brazil) - Captain of 
Brazil's dream team of 1970. 

Paul Breitner (West Germany) - Steel - 
and class to go with it. 

Centre Halfs: 

Franz Beckenbauer (West Germany) - 
Could have played in any era - cool, 
calm and collected. 

Bobby Moore (England) - Nobody 
in the world could read the 
game better than Bobby. 

'A lot of your readers will 
probably not have seen any 
of these players but let me 
assure them. In my opin¬ 
ion, these players could 
really play!' 

Hard tackling Chris was born 
in Middlesbrough, which 
isn’t that far from 
Sunderland, Hartlepool and 
Darlington - all places with 
professional footy teams. 


some more pros think and there'll also be another 
chance for the people who missed last month's 
Instalment to send in their defensive selections. 

Check out the list below for some suggestions 
for your all-important midfield and forward line. 
As England won the World Cup in 1966 with a 4- 
3-3 formation, that is the line up that you must 
choose. In other words, pick three midfielders 
and three forwards to complete your all-time 
World Cup XL 

In case you don't know what on earth's going 
on, the sender of the best World Cup XI wins 
loads of World Cup Striker carts courtesy of top 
software house Elite. We'll decide whose XI is the 
winner - it's up to you to tell us why you picked 
each player. 

If we're struggling with our decision, we'll 
have a look at the teams the pros have picked 
and compare them to yours. There'll also be a 
special prize for the most unusual, creative or 
hilarious team name. 

Remember, if space permits, we'll print as many 
of your entries as we possibly can. 

MIDFIELDERS 

Glen Hoddle, Bryan Robson, Paul Gascoigne, 
Bobby Charlton (all England), 
Graeme Souness (Scotland), 
^ Ossie Ardiles (Argentina), 
Jozsef Bozsik (Hungary), 
Paul Breitner, Wolfgang 


k 


SUPER ACTION 




'I've chosen four of England's victorious 1966 
back five. I'd have picked Jack Charlton as well 
but I've never forgiven him for managing Eire 


IKER CARTS TO BE WON 


Overath, Gunter Netzer (all West Germany), 
Kazimierz Deyna (Poland). Didi, Socrates (both 
Brazil), Ruud Gullit (Holland). Josef Masopust 
(Czechoslovakia), Igor Netto (USSR), Michel Platini 
(France), Allan Simonsen (Denmark). 


FORWARDS 

Geoff Hurst, Jimmy Greaves, Gary Lineker (all 
England), Kenny Dalglish (Scotland), George Best 
(Northern Ireland), Pele (Brazil), Johann Cruyff, 
Dennis Bergkamp (both Holland), Gerd Muller, 
Karl Heinz Rummenigge (both West Germany), 
Diego Maradona, Mario Kempes, Leopoldo Luque 
(all Argentina), Paulo Rossi, Roberto Baggio, 
Salvatore Schillacci (all Italy), Mark Hughes, Dean 
Saunders, Ryan Giggs (all Wales). 

SUPER DEFENCES 

Alex Lee - There's A Circus 
Goalkeeper: Gordon Banks 
Full Backs: Ray Wilson, George Cohen 

Uslfc RArl/onhsi lor Rnhhv Mnnrp 


even though he's done an excellent job.' 


James McNeice - St. Patricks 
Goalkeeper: Peter Schmeichel 
Full Backs: Maldini, Jorghino 
Centre Halfs: Baresi, Costacurta 
Darren Stansfield - Queensbury 
Goalkeeper: Peter Schmeichel 
Full Backs: Maldini, Pearce 
Centre Halfs: Baresi, Koeman 
Check out some of your own entries next 
month along with some more from the stars! 


SPONSORED BY ^ 


Super Action, 
Europa House, 
Adlington Park, 
Macclesfield, 
SK10 4NP 


Address 


Pest Code 


Team name _ 
Goalkeeper, 


Full Backs 


Centre Halfs 


Closing date 4 May. No correspondence will be entered into. 
























VIRGIN • £44.99 • OUT NOW 



Here’s the second 
fix of the definitive 
piayers guide to 
one of the best 
roie piaying games 
around, Young 
Meriin. it's been a 
month since your 
iast heiping so you 
shouid be frothing 
with anticipation 
by now. 


A) Alternate between weapons 
b Use array of weapons 
Y) Use other items (not weapons) 
X) N/A 


YOUNG MERLIN 




I Some of the flowers will act as 

Comb your hair and the 

teleports to other areas. Just 

man-eating 

step Into them and you’re away. 

tracks and swoon for a while. 
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Place the hour glass on the 
switch and this should hold the 
door open long enough for you 
to get through and head 
towards the dragon. 


THROUGH THE RAINBOW GATE. 

To progress through the land beyond the rainbow gate, you must alternate between 
the overworld and the underworld. Gates from the overworld will lead you to differ¬ 
ent gates in the underworld which will transport you to different areas of the over¬ 
world and so on. The first couple of hearts are fairly straight forward just collect 
them and take them to the heart shrine. Here you will be asked to combine them 
with different flowers which will give you an item, allowing you to collect the next 
heart. 


This is where you'll find the red 
orchid but you'll have to get 
past those horrid plants before 
you get the chance to pick the 
flowers. 


1st golden heart - Use this on the heart shrine in pinedale together with the yellow 
tulip and this will give you the blue star. 

2nd golden heart - Use this on the heart shrine with the red rose to obtain the 
comb. Used to distract the attacking flowers guarding the 3rd golden heart. 

3rd golden heart - Use this on heart shrine along with the daisy to obtain ice 
magic. 

4th golden heart - Use the heart obtained from the spider on the heart shrine along 
with the orchid and this will give you the hour glass. 

Use the hour glass to place on the switch which should open the gates long enough 
for you to get through and find the final golden heart. 

5th golden heart - Use along with the red orchid on the heart shrine to obtain the 
lightening spell. 


Kill the dragon (refer to the boss battering at a glance chart) and enter the crypt 
which appears when he’s popped his clogs. Then it’s back on to the immensely 
enjoyable mine cart. Oh skip dee doo! 









I 



MINE CART REVISITED 

Way hey, what fun! Guide the cart to the bottom left and enter the lightening 
door (1). When you reach the mirror use your mirror to pass by it. Here you will 
get chance to do battle with the spider for a second time. Then guess what? Yes 
it’s back on that cart again. Hoorah! 

Follow the rough guide shown in route 2. Here you’ll get another crack at that 
bloated pig you met right at the beginning of the game. Once you’ve had your fill 
of pork crackling then it’s back on the mine cart and follow route 3. Here do 
battle with the green blob again (2). 

FINAL BAHLE 

After wasting the blob a wizard will be released who will recharge your energy 
and then it’s war! The final boss will be just through the door and to the right 
(3), good luck! 


So he doesn't get too upset I'd 
better just thank Matthew 
Jones for all his help in produC' 
ing this game guide. Thanks 
Matt! 































When you have battered the 
green blob you can free the 
wizard and he will refill your 
energy so that you are totally 
tanked up to face the final boss 
in ali his different forms. 


This is where the final battle 
takes place. You will be 
attacked by a whole host of 
beasts but if succesful you wiii 
be rewarded with a nice ending 
sequence. Good iuck! 
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ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW LANE-HORSFORTH 


LS 1 B 4 DF 


05-32 5 « 0«77 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-5pm Sat. and Sun. FAX NO: 0532 5B6523 



CALL FOR DETAILS OF OUR CONSOLE REPAIR SERVICE 



3-D-O CONSOLE 

& SOFTWARE BUNDLE 


NOW £499 


+ £7.50 p+p 



mQOFDKAGOm 
sues vs 


Ct\/i.99 

Qfy Tr (+£1.50 P 


Pflfp) 



SVPER METROW 

(24 MEG) SPIES US 

£call 




ALIEN VS PREDATOR 

ATARIJAGUM 


jfrAij 


SUPER NES 


sr'.TiTsmw.r'. snrr.F.n.. . 

PM at» 

SF-Cpr'.'r nw thaiva . 

.£54.99 

SE(]RET OF MANA BOOK. . 

.£15.00 

WINTER OLYMPICS . 

LETHAL ENFORCERS wUh GVN. . 

CHOPLIFTER HI . 

.£49.09 

'F.nm . 

. £44.99 

VniTNG MERi.iN . 

.£49.99 

EMPIRE STRIKES BACK . 


HAim F. r.ARX . 

. £49.99 

. 

.£44.99 

TS1F.6AMAN Y SOCCFR . 

.£54.99 

TURTLES TOURNAMENT FIGHTERS... 


AR'T OF FWfiirrwTvn^ . 

.£39.99 

nOMBFMMAN &) MUr/TITAP . 

£59.99 

UTFIA (RPG) . 

J£54.99 

MARIOS TIME MACHINE . 



RIDDICK BOWE BOXBVG. . £34.9 

MRmJTZ (UK) . £39.9 


nF.SF.nnr FWGirrF.RX . 

. 7747.7. 

Fl^f TWTVnY . 

.£49.99 

FLASHBACK (UK) . 


rTK . 

.£34.99 

7fh SAGA - T-rTT.T-r -T -t-t. 

£49.99 

xnwTi. nr.AT.F.R . 

. .£49 99 

PAi.w.Anrvs qwTF.X'r . 

£40.09 

FINAL FANTASY n . 


AF.Rft rWF. AF.RnnA'T . 

. £29.99 

ACTRAIXFR 17. 

.£20.00 

xwmrxF.T RwnF.RX .. 

..,..,.£29-f*9 

DAFFY DUCK . 

. £.29 99 

corn. SPOT . 

JC34.99 

STREET FIGHTER TURBO . 

£49.99 

UfARTO All, stars, . r-.rr. . 

. £49.99 

GOOF TROOP . 


DPERATimV IDGWr RTIMR. 

. £^ 9.99 

MECAROBOT GOLF . 


Arm. 94 .,... 

£49.99 

BRETT HULL HOCKEY. . 


NBA SHOWDOWN . 


TECMO SVPER BOWL . 


JOHN MADDFN 94 . 

J£49.99 

Atvp FnnTRAr.w . 

. £24.99 

TONYMEOLAS SIDEKICK SOCCER . 

.£39.00 

2n/2n RAXEBAri . 

. £49.99 

TUrVSTlCAl, NF\fA 

.£44.99 

E.V.O . 


SVPER MARIO KART . 


XTAR FOY, . 

£49.99 

TRnnnr.F.RX . 

£39.99 

Wit.ard of dt. . 

.£39.99 

XnrRIKE GITAnVF.R . 

. £ 2 nnn 

TOYS . 


AtnRTAI. KOTHRAT . ,. 

.£49.99 

LAWN MOWER MAN . 




SVPER GOAL 2 . 


SVPER TROLL ISLAND . 


I.F.GF.Ain . 

£49.99 

ITI-TTMATE FIGTHER . 

. £49.99 

SKY BLAZER . 



ROMANCE OF THE HI KINGDOMS . £49.99 

NOBVNGGA*S REVENGE . £49.99 


Our premises are bulging with games, 
so if you don’t see what you want do not 
despair Just call! All Pbstal orders and credit 
card purchases will be whisked to you the 
same day. All prices subject to change and 
availability. Fbst and packaging - Games 




KING OF THE DRAGONS (CAPCOM RPG) ..£54.99 

WIZARDY 5 (CAPCOM RPG) . £54.99 

JOE MAC n . £49.99 

TIME TRAX . £49.99 

FLINTSTONES . £49.99 

NFSJA WARRIORS . £54.99 

FATAL FURYH . .....£54.99 

SUPER METROW (24 MEG) . CALL 

SVPER GOAL n . £49.99 

FIRM STRIKER . £49.99 


{ ^FAMICOM 

MYSTICAL NESffA U . £09.99 

DRAGON BALL Z . £59.99 

KING OF THE MONSTERS H . £59.99 

TWINBEE n . £59.99 

TETRIS COMBAT . £59.99 

SVPER SOCCER H. . £25.00 

SVPER PYO PYO . CALL 

SVPER METROnO . CALL 

BOMBERMAN U. CALL 

J LEAGUE SVPER SOCCER . CALL 

GAME SOUNDTRACK CDs . CALL 


LEMMINGS U . £49.99 

SP(miSniA]STRAIEDBASEBAlIJFOOTBALL . £49.99 

NBAJAM . £54.99 

NBA JAM &> MULTITAP . £69.99 

MEGAMAN X. . £49.99 

BUGS BVNNY. . £49.99 



i 3-D-O 

t;sA 

PFiBBIiF, BFiACH GOi,F . 

£Jt9.99 

nrHF. HDRDE . 

. £.X9.99 

TOTAl, ECI-IPXE . 

. £09.99 

MONSTER MANOR . 

STELLAR 7 . 

AUGHT TRAP . 

. £99.99 

ANOTHER WORI,0 . 

,..., . £.X9.99 

BATTLE CHESS . 

VTDFD A1.MANAC . 

.. £99.99 

LEMMINGS ,T-,.r---r. 

. £39.99 

THE ANIMALS . 



HARDWABE 


ATARIJAGUAR 

VK MACHINE . £200.00 

VS MACHINE . JE299.00 

RAIDEN . £54.99 

CRESCENT GALAXY . £53.99 

TINY TOONS . CALL 

KASUMINESfA . CALL 

TEMPEST 2000 . CALL 

ALIEN VS PREDATOR . CALL 

CHECKERED FLAG H. . CALL 

XTRA CONTROLLER . £29.99 



NEO-GEO 


ATARIJAGUAR (VK) . CALL 

SNES VS CONSOLE . £120+£7.50 P&>P 

NEO GEO CONSOLE .£300+.67.50 P&>P 

NEO GEO USED CONSOLE .£220+£7.50 P&>P 

3-D-O CONSOLE &> CRASH &> BURN. . £499 

ATARIJAGUAR VS . £299 

NEO GEO JOYSTICK . £50+£5.00 P&>P 

NEO GEO MEMORY CARD . £20+£lJi0 P&>P 

PATRIOT JOYPAD . J£24.99+£1.50 P&>P 

JOYCARD . JC17.50+£1.50 P&>P 

ASCii PAD . £22.50+£1.50 PO>P 

MORTAL KOMBAT PAD . £24.99+£1.50 P&>P 

TOP FIGHTERJOYSTICK . £59.99+£5.00 P&>P 

CAPCOM FIGHTING STICK....£64.99+£5.00 P&>P 

X-E6JOYSTICK .£20.09+£5.00 P&>P 

SNES MOUSE (VK VS) . £24.99 + £1.50 P&>P 

TRI STAR (NES TO SNES) 

CONVERTER . £39.99 + £3.00 P&«P 

NEW CONVERTER . £20+£1.50 P&^P 

SCART LEAD US SNES . £17.50+£1.50 P&>P 

US JOY PAD . £15.00+£1JS0 P&>P 

MULTITAP (VK &> VS) . £24.99+£1.50 P&>P 

PAL 1 BOOSTER . J£29.99+£1.50 P&>P 


TOP HUNTER . CALL 

FATAL FURY SPECIAL . £175.00 

ART OF FIGHTING H . CALL 

SPIN MASTERS . CALL 

SAMURAI SHOWDOWN. . £175.00 

OVER lOO USED CARTRIDGES FROM £50 - CALL 


A US/JAP NINTENDO GAMft I 


3-D-O 


,lJSaOFlW»*,«JSSECo5»S 


PAL CONVERTER . CALL 

3-D-O SYSTEM . JC499.00 

JOHN MADDEN. . £59.99 

TWISTED . .£59.99 




ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 
LEEDS LS18 4DF 


NAME 


CUT HERE . 


ADDRESS 


POSTCODE 


Please rush me the following ^’’Elephone no. 


ITEM 

PRICE 

POST/P 

TOTAL 


























Please make cheques/PO’s 
payable to ZAP 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ □ 

Cheque Credit Card 



□ 

Postal 

Order 


VISA 


Switchcards welcome. 

Please Quote issue no. for Switch, 


Ptost and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 

































































































































































































your last chance to see Over The Edge within this fine publication. The funky Super Action team will be filling these pages from now on. 
with even more news, reviews, exclusive preiews and plenty of hints and tips. We hope you re not too upset. Parting is such sweet sorrow. 
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IGNORED by thousands but fousht over by the 
computer seek squad. What am I talking about? 

Screen Savers. What started out as a computer 
network fad soon grew large and now everyone 
with a Mac wants something extra special 
adorning their desktop, rather than the original 
After Dark - Flying Toaster design pioneered by 
Berkeley Systems. 

These days Berkeley are producing the kind 
of Marvel artwork you see on this page. These 
Screen Posters differ from Screen Savers, as Savers prevent phosphor 
burn-in while the posters are full colour still images (rather than mov¬ 
ing) and are used to personalize a computer desktop. A wide and var¬ 
ied range is now available Including Wolverine, Spider Man, The Hulk, 
The X Men and The Fantastic Four. 

The Mar/el Screen Posters are aimed to appeal to both the young 
PC nerd who constantly reads the exploits of Spider Man bi-monthly, 
and the old school Mac Daddies who were brought up on the earlier 
super heroes of those classic Marvel Comics. Flame on! 


FOR MORE INFORMATION ON BERKELEY'S RANGE OF MARVEL SCREEN 
POSTERS CONTACT BERKELEY SYSTEMS ON (510) 540 5535 


BLISS is one of the funkiest screen savers you can lay your hands on at 
the moment, full motion psychedelic Imagery at the touch of a button. 
The BLISS package can be obtained through the usual PD networks, 
although you can buy the official US version through the correct chan¬ 
nels over In the States. 

Unlike the Marvel Screen Posters (opposite) these dreamy patterns 
and shape formations prevent phosphor burn-in on your computer 
monitor Instead of being a still image and the whole thing looks and 



moves incredibly well. 

Never ending spira vortexes are created 
before your very eyes, constantly changing 
and morphing Into something new and excit¬ 
ing. The latest ORB release would go down 
well whilst watching this thing, but alas the 
BLISS package is without a soundtrack. 

So you’ll just have 
to plug In your 
Walkman, switch on 
your monitor, sit back 
and relax and let the 
machine create your 
cyberdreams... 
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c h i 1 1 y e r b o o t s 


MUSIC, MANGA, MIGHTY MORPHIN' RANGERS AND MALLEARLE MACHO MEN, LAST READ REFORE. 


POWER RANGERS is the saga of five 
teenagers. Not just any normal teenagers 
mind. These kids are mutants! And they are 
united in battling against the intergalactic 
witch named Rita and they will stop at noth¬ 
ing until she is banished from the earth forev- 
er. 

The mighty morphin ranger kids have an 
unfair advantage on dear old Rita though. 
They can mutate and morph themselves Into 
all kinds of dinosaur-based machinery. The 
rangers use the strength from ‘the spirit of 
ancient dinosaurs’ - yes, of course they do. 

Despite their relatively quiet arrival over 
here, a tidal wave of spin-off merchandise is 
already hitting toy stores across the nation as 
we speak. You better prepare yourself for all 
kinds of larger than life Transformeresque 
destructible dinos and plenty of skin-tight 
Jumpsuited action men too. 

The Mighty Morphin Power Rangers can be 
found on SKY One every Saturday and 
Sunday at 11,30am. 


THE GUYVER DATA 2 is the latest release 
from Manga Video. This is the second 
installment of a 12 month-long promo¬ 
tion. A new Guyver video will be 
released each month, updating the story 
with each episode. 

Each new video will contain a unique 
comic strip, exclusive to Manga. Printed 
on the reverse of each Guyver sleeve, 
Tony Luke and Alan Grant will show the 
world their amazing new strip, Hellkat. 

Alan and Tony are currently the 
hottest new talents in the comic book 
industry as well as being the only British 
artists to have their work published over 
in the land of anime, Japan. 

Back to the video. Data 2: Battle of 
the Guyvers continues the intense plot 
that started In the first film. The Guyver is 
the ultimate weapon, a weird mecha of 
alien design. Each time the Guyver is 
activated, the unit interfaces with human 


subjects, instantly transforming them Into 
mean and powerful warriors. 

Chronos Head Quarters have dis¬ 
patched a special agent to confront Sho 
the wild student as he is determined to 
recover the stolen Guyver units. 

As the student is being abducted, 
the Chronos agent gets bizarrely trans¬ 
formed into Guyver 2. This unit has been 
specifically designed and trained for one 
purpose only... combat! 

Sho’s last hope is to raise the Guyver 
from its sleep, thus thrusting both 
Guyver Units into a full on fist fight for 
survival. Do you want to know what hap¬ 
pens next? Then you better get yourself 
down the video store and buy yourself a 
copy hadn’t you? 

The Guyver Data 2: Battle Of The 
Guyvers is in the shops on May 9 at a 
low low price of D5.99. Certificate 15. 


MANGA’S RELEASE SCHEDULE: 


THE WIND OF AMNESIA 
DIRECTOR: KAZUO YAMAZAKI 
RELEASE DATE: MAY 9 
CERTIFICATE: 15 (tbc) 


VIOLENT COP 
DIRECTOR: TAKESHI KITANO 
RELEASE DATE: MAY 9 
CERTIFICATE: 18 


DANGAIOH 

DIRECTOR: TOSHIHIRO HIRANO 
RELEASE DATE: MAY 9 
CERTIFICATE: 15 (tbc) 


MERMAID FOREST 
DIRECTOR: TAKAYA MIZUTANI 
RELEASE DATE: MAY 9 
CERTIFICATE: 18 
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THE BRAND NEW HEAVIES: Dream on dreamers. 


Brother, Sister is the new long player from those retro funkadelic soulsters. The 
Brand New Heavies and it’s a scorcher. After hitting the big time with the singles from 
their debut LP {Stay This Way, Dream ComeTrue, Don't Let It Go To Your Head) they 
then went on to produce The Heavy Rhyme Experience Vol f . 

This record seemed to start the whole hip hop jazz fusion scene we’re witnessing 
at the moment. By getting together with the best rappers of the time {Gang Starr, 
Pharcyde, Grand Puba etc) they ended up with a record jam-packed full of upbeat 
jazz rhythms, melodic harmonies courtesy of the soulful voice of N’Dea Davenport 
and the 'dope' rhymes provided by the hip hop crew. 

Now it’s 1994 and they are back with Brother, Sister, This album leans more to the 
soul side of things with Miss Davenport coming up trumps with the vocals yet again. 
The smooth, relaxable tunes and that tantalising voice makes this one very easy to 
listen to and I can see it residing in the office stereo for quite a while. 

It’s not as strong as their debut, but it’s definately chartward bound and should 
keep The Brand New Heavies in single releases for the next few months at least. My 
advice is that you get yourself comfortable, slip the CD into the stereo, pump up the 
volume, spend the evening dreaming of microphone afros, Starsky & Hutch car chas¬ 
es and wide collared shirts and then try to work out why The Brand New Heavies 
aren’t sitting at the top of the charts like they should be. 


GET BENT! 


DO YOU REMEMBER HIM? Yes you do, everyone remembers Stretch 
Armstrong. He was the 15 inch high action figure with stretchable limbs 
and one hell of a smile. Well now he’s back courtesy of Manchester- 
based Toy Options Ltd and he’s better than ever. With his arms, legs 
and body completely filled with your favourite non toxic, food grade 
corn syrup, you and your friends can stretch 
erm... Stretch up to 4 feet long, just make 
sure you don’t overstretch him though! 

He comes complete with his own action 
suit (which is fully washable) and his own 
extensive dos and don’ts list. Apparently, if 
you tie Stretch in a knot around someone’s 
arm it hurts, if you poke him with a sharp 
object he’ll break and if you do actually 
stretch him over four feet he will explode 
instantly killing everyone within a six mile 
radius. Or will he? 

TOY OPTIONS LTD: 061 633 9800 




AS THIS IS the last OTE of all time, we thought 
we would pay homage to Its EditA, Brad, and 
put in one of his original ideas for the Over 
The Edge section. Yes, it’s top ten chix time! 
Everyone in the office voted for their all time 
fave babe and below is the complete list of 
awesome lovely ladies from one to ten. 


1) DREW BARRYMORE (ET child star) 

2) AKNELIESE (babe from Neighbours) 

3) BETH (babe from Neighbours) 

4) RACHEL WEISZ (Dirtysomething) 

5) JOANNE WHALLEY KILMER (Scandal etc) 

6) SARAH CRACKNELL (St Etienne) 

7) N’DEA DAVENPORT (The Brand New Heavies) 

8) ANITA (out of 2Unlimited) 

9) TIA CARRIRRA (Wayne’s World) 

10) DANI BEHR (The Word) 




OTE DISAPPEARS FOREVER DOWN A PRECIPICE. YEP. THIS IS IT. C'EST CA. FINITO. NEARLY. 
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CREATED BY THE SAME DUDE who made 
Mario (Shigcru Miyamoto to you and me) 
Kirby is one of the strangest looking game 
characters for some time. Attractively called 
‘a great, big, pink globule' by his friends at 
Nintendo, Kirby is following up his massive 
success on the Game Boy with a brand new 
title. Kirby's Dream Land was his original hit 
on the GB, but now he's back with Kirby's 
Pinball Land and it's a scorcher! 

Rated an impressive 89% by our very 
own GB Action, the game blends the furi¬ 
ous wrist action of your average pub pinball 
table with the cuter-than-cute graphics of 
all the previous Kirby carts. You would've 
probably seen the new ad campaign on TV 
by now, you know, the one with Rik Mayall 
feeding Kirby soundmen? 

Anyway, it's a breeze of a game and to 
celebrate, Nintendo have kindly given us a 
special Kirby pack. Within the pack lies a 
copy of Kirby's Pinball Land, a specially 
designed Kirby T shirt, Kirby stickers, Kirby 
glasses, plenty of tuck shop sweeties and a 



KIRBY: Nintendo’s pinkest promotion 


these 

Game Boys in any shop, anywhere in the 
world (they're very limited edition you see) 
so the best chance you've got of getting 
hold of one is to write to us, here at the 
Europress offices. 

Simply send in a postcard/sealed enve¬ 
lope with your name and address and 
include the answer to this incredibly tough 
question — What's the name of the king that 
Kirby battles with throughout all of his 
amazing adventures? If you know the 
answer, send in a card. The winner will be 
drawn purely at random and will collect the 
entire Kirby pack! Feeling lucky? 

Kirby’s pinball land is in the shops now and is 
priced at a very very very reasonable £20.00! 
So get down to the shops and buy it - now! 
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DOLL RlOjn 


AT THTRECQUT B^®!TION of jMi^^spIred art- 
y«?rk at Berlin'^ Marttn^^Gropiia^Bu Museum, ferns 
of the plastic princess got so excited they smashed 
a door off its hinges - just to get t« to see-the 
show! Paintings' and ofeer ^rbie aorap l i emate 
were knocked from the=vi^ls during the biawrrc 
Invasion. But were the intruders actfctally Cindy 
rebels out for revenge? Who knoHB. H 
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THE VIDEOSHOW UNIT is a small box of elec¬ 
tronics with a disk drive. Connect it to a 
video recorder and a TV screen or monitor 
and a hand control cues graphics from the 
disc or the instructions contained on it to 
drive the video. 

A more sophisticated hand control Is 
available too which has a built-in video 
monitor display either for the large-screen 
image, the next image or a menu to pick any 
of the material available. 

General Parametrics is the US company 
behind the system. The presentation tool, 
which boasts high quality graphics and 
amazing user-friendliness has already been 
endorsed by Jo Pinfield, one of Cadbury’s 
senior product managers. 

‘Our presentations look more profes¬ 
sional now... VideoShow is easy to control 
and this makes for a slick show,’ she 
remarked. 

The full monty, comprising unit, soft¬ 
ware, video recorder sound card, advanced 
remote control and cases costs around ten 
grand. Better stick to SNES games... 



THESE REALLV ARE the last wordz. Next 
month, there won't be another Over The 
Edge and it won’t be brought back unless 
we get loads of letters telling us to rein¬ 
state it. Everything has to come to an end 
sooner or later, and Over The Edge has 
provided us all with a deep insight into 
what’s hot and what’s not in the rough and 
ready cyberpunk world In which we live 
today. Or something along those lines. 

We re all sure you’ve been entertained 
and informed no end by the perceptive 
stuff that’s been seen in these very pages 
over the (edge) last few months. 

Thanks to everyone who has supported 
OTE from start to finish, especially those 
who wrote the letters and made the phone 
calls. Take It easy and don’t do anything we 
wouldn’t do. ABCin’ ya later! 


THIS MONTH'S ISSUE OF OUEH WJF WAS HASEP ON AN ORIOINAE IDEA OF MB BRAD BURTON ESO 


































TEUFAX: 
0708478 932 
(MAILORDER 
ONLY) 


ALL GAMES 
BRAND NEW AT 
BARGAIN PRICES. 



DREAM 


16 DIBAN AV 
ELM PARK 
HORNCHURCH 
ESSEX, 
RM12 4YE 


JAPANESE SNES GAMES 


ASTOFFIGHTim . i5W 

mm. . im 

BATFLETOm . £69.99 

cmmvEm . £69.99 

DEADDANCE . £39.99 

FATAL FVRY . £39.99 

FMLFmn . £34.99 

HmANGRAHDPRlXl . £39.99 

}0E&MAC3 . £69.99 

KIKIKAim . £44.99 

mAALLSTARCHALLENGE . £34.99 


OUTER WORLD (ANOTHER WORLD) . £29.99 


POP'N TWIN BEE . £34.99 

PRINCE OF PERSIA . £29.99 

RUSHING BEAT SmU . £34.99 

STREET FIGHTERHTURBO . £34.99 

SUPER BOMBERMAN . £49.99 

SUPERDUNKSTAR . £34.99 

SUPER FI CIRCUS 2 . £34.99 

SUPER STARWARS. . £34.99 

TETSUWANATOM . £69.99 

TURTLES TOURNAMENT FIGHTING . £34.99 

TWIN BEE RAINBOW ADVENTURE. . £64.99 

WWF ROYAL RUMBLE . £34.99 


*FULL EJECT PRO UNIVERSAL ADAPTOR £19.99 


PLUS MANY MORE GAMES. WRITE, RING OR FAX FOR A FREE 
PRICE LIST. MEGA DRIVE, GAME GEAR AND GAMEBOY GAMES 
ALSO AVAILABLE SEND FOR LIST P^^P £1.50 PER GAME. 
MAKE CHEQUES/PO'S PAYABLE TO.J.LORING 


M^vbricK 

MAIL ORDER INTO THE 21 ST CENTURY 
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FOR THE COMPLETE RANGE OF MANGA VIDEOS & MERCHANDISE 
TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE. 


EXCLUSIVE MANGA PROMO VIDEO AVAILABLE, PHONE FOR DETAILS. 


P.O.BOX 7, ROSS ON WYE, HEREFORDSHIRE. HR9 7YX. 
TEL: 0989 767655 FAX: 0989 768563 














































































What do you get when you cross 


a 13-year-old Levellers fan 


a spaniel named Goat and 


a whole load of the best 


new video games releases? 


Net Attack 


74 r[f[^i-h /, rriff,I 
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T he nation's wildest video game TV show has to be Net Attack, an 
irreverent stomp through what's new in the world of home enter¬ 
tainment. JMet Attack is transmitted weekly as part of BBC2's The 
Net, a new magazine series looking at the latest in computers 
and information technology. 

Although Goat the spaniel may think otherwise, the star of the show is 
undoubtedly Jules. Shattering the typecast adolescent mould of the spot¬ 
ty, moody, introverted loner, Jules is a loud, opinionated, effervescent film 
star waiting to happen. 

At the tender age of 13, TV's most sought after presenter is already 
remarkably single minded. She wants to work in television for life and 
judging by her performances on the show, nothing's gonna' stop her. 

For the full S.P. on sausage rolls, spaniels and Just Seventeen check out 
this exclusive interview with Britain's bubbliest new TV star. 

Super Action: 

What's the idea behind Net Attack? 

Jules: 

It's a manic games review slot for TV and it's better than Gamesmaster. 
SA: 

Which system(s) do you own? 

J: Master System II and Game Boy, but because of Net Attack I've got 
access to all of them. 

SA: What's your favourite current game? 

J‘: Aladdin. 

SA: What else are you into apart from video games? 

J: Acting, sport - especially basketball and hockey. I'm in the school hock¬ 
ey team although I wouldn't fancy ice hockey. 

SA: Are your friends into the same things? 

J.'Yep! 

SA: Aren't they a little jealous of your impending fame? 

J: A bit. 

SA: What are your ambitions for the near future and in the long term? 
J:To stay having fun in television in any capacity as long as I possibly can. 

SA: What do your parents think of you? 

•/.-They're very happy about it all. One of them has to be present while I'm 
filming as it's the law, so I'm sure if anything upset one of them they'd 
soon say. 

SA: Do you think video games make kids more violent? 

J: Some video games are too violent, especially shoot 'em ups such as the 


Terminator, but I don't necessarily think kids become more violent 
because of this. 

SA: How much time do you spend playing video games? 

J: Not much at all really. Only a couple of hours a week. 

SA: How long do you think the SNES has got in the face of competition 
from newer, more sophisticated gaming units? 

J: I think it'll be around for quite a while yet. 

SA: Do you ever read the specialist games press? 

J: I don't read any magazines apart from my 15-year-old sister's. She 
reads Just Seventeen. 

SA: If you were old enough to vote, who would you vote for & why? 

J: I dunno. ('Herself!' -- Dan Clapson, Net Attack's Producer) 

SA: Who do you admire most & why? 

J: No-one really. 

SA: You seem to be a bit of a tomboy - would you rather be a boy? 

J: No. I'm a girl and that's the way I want to stay. 

SA: What's your favourite food? 

J: Hot sausage rolls. 

SA: Favourite band? 

J: The Levellers. 

SA: Favourite football team? 

J: Orient (I think Dan might have something to do with that answer!) 

SA: How many pairs of shoes do you own? 

J: Er... four. My Dr Martens boots are my favourites. 

SA: What's your most prized possession (apart from your DMs)? 

J: You mean what do I value the most? My family. 

SA: What's your proudest moment? 

J: I'm pretty proud of some drama and mime I did at school. 

4 

SA: Isn't there anyone else you'd rather be? 

J: No, I'm quite happy being myself. 

So there you have it. The first ever interview with Jules, an aspiring 
young starlet with her heavy weight Dr Marten-ed feet planted firmly on 
the ground. In the words of The Levellers, 'There's only one way of life and 
that's your own.' Go for it Jules! 











( 0703 ) 652 ^ 


yrm ACTION 


ithem if you 
oblems. 


Select ail levels: 

Down 
Turn left 
Turn right 
Down 

Turn left ^ 

Up 

Down 

Up 

Turn right 
Up 

Turn right 
Up and A and B 

Then on the 'Get ready screen', 
press turn left or turn right. 

To get the credit end sequence 
press select. 


Ten lives: 

Turn right and B 
Turn left and B 
Go down and A 
Go up and A 


Access Codes s 
Level 2 033481 
level 3 258600 
Level 4 320370 


of screen 


l^^ANIA 

On the options screen: 

Press A,YrA,Y,X,Y,B,A, top right, top 
left to get a level select. 

For 10 continues, press: 

B AY,A,X,A 


Unlimited lives: 
Up and A 
Turn left and B 
Go down and A 
Turn right and B 
Go down and A 
Turn right and B 
Go up and A 


On option screen 
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Continuing last month's Zelda 
guide, here's a quick guide around 
the Dark Palace, the items you 
should go for and how to get them. 

1) Big Key - At the start of the 
palace, go through the first two 
middle doors. You are now in a 
room with two bridges. The one on 
the left has a cracked section. Put a 
bomb on the cracks to make a hole 
then drop down to the room below. 

You should be on an upper ledge 
now, so follow the ledge up and 
right to the stairs going upwards. 
The big key is in the chest in front 
of you. 

2) Big chest - Again go through the 
first two middle doors until you 
reach the bridge room. The bridge 
on the right has two blocks block¬ 
ing it. Push the first block right 
over the edge and cross the bridge. 
In the next room the blue blocks 
should be up and the red ones 
down. If not, then fire an arrow left 
across the gap to hit the crystal 
switch. 

Go straight up, jump over the gap 
and leave the room from the top 
left exit. The next room has a col- 


this until you reach the boss. ■ 
The Boss - Helmasur King || 

There are two options to initiate 
the attack. Either: 

1) Place three bombs under its 

head (the blue bit) or 

2} Run up and smack it in the head 

with your hammer 

Both ways will smash his blue 

mask away to reveal an orb on his 

forehead. Two further options are 

now available: 

1) Run in and strike the orb with 
your sword or 

2) Stand back and fire arrows into 
the orb 

Make sure that you dodge his whip 
tail and avoid everything he throws 
at you. The first palace is now com¬ 
pleted and you have the hammer. 
This opens a whole load of new 
areas up to you. Before proceeding 
to the next palace you should have 
the following items: 

Zora's Flippers - These are found in 
Zora's Waterfall. Go to the witch's 
house in the top right of Light 
World and jump into the shallow 
water. Follow the shallow water 
upstream until it splits into three 
paths. Take the bottom route to the 


fini* 

I Q)ln Zelda, how do I get to the second part of dungeon 3 in Skeleton Forest? 

A) Go to the top left hand corner of Skeleton Forest and you will find a skele¬ 
ton of a dead monster. Shoot the monster up the middle with the fire rod to 
progress into the second part of the dungeon. 

Q) In Shadowrun, what items are needed for the heal spell? 

A) The dog collar, the magic fetish and the leaves. 

Q) In Super Mario World, where is the green switch palace? 

A) Go to Donut Plains 2, look for a place where there are five pipes in the ceil¬ 
ing. Go up the fourth one. Next, get a turtle shell and throw it to hit the fourth 
yellow block in the air and a vine will appear. Go up the vine to get the key. 

Q) On Mario All Stars in Lost Levels C-2,1 jump onto a block then onto another 
block but I can’t make the third jump. How do I do this? 

A) What you need to do is make ail three jumps in a row without stopping, i.e. 
jump, jump and jump._ 

Q) How do I kill the swamp monster in the Yoda area on Super Empire? 

A) Using the spinning light sabre attack, take out the two shields on either 
side of the beast then take out the eyes. Keep hitting it and it will die. 

Q) In Young Merlin, how do I kill the spider? 

A) Use the ice magic first to freeze it. Once it’s frozen, fire using the blue star 
at the nest. It takes about eight hours to destroy it. 

Q) How do I get ID cards in Jurassic Park? (NGs = night goggles) 

A) Dennis Nedry - Beach utility shed, ground floor 
John Hammond - Visitor’s centre, roof 

Alan Grant - Visitor’s centre, ground floor. NGs needed from sub level one 
Robert Muldoon - Raptor pen, sub level one. NGs needed 
Ian Malcolm - Raptor pen, upper level. Dr Wu - Ship, sub level one 
Donald Gennaro - Nublar utility shed, sub level. NGs needed 
Ray Arnold - Beach utility shed, sub level 
Eddie Slater - Ship, sub level three 


lapsing floor. To cross it, do a dash right then upwards. Zora should The Ether Medallion - Go across He'll give you the Medallion. 


attack then open the door in the now poke his head out of the the skinny bridge to the left of the The Bombos Medallion - Go to the 


top left. The following room has a waterfall and offer you the flippers Mountain Tower. You must have outside right hand edge of the 


crack in it in the bottom right, for 500 rupees. 


the master sword and use the Book desert in Dark World. You will find 



Bomb this and open the big chest 
to find the hammer. 

Pick up the hammer and go to the 
top right of level IF. Fire an arrow 
into the statue with one eye. This 
makes the wall move to the right 
revealing a stairway down. Follow 


Magic Powder - Get the mushroom 
from the forest in Light World and 
take it to the witch. Go back later 
and In the magic shop (her house) 
you will find a bag of magic pow¬ 
der in the bottom right corner of 
the shop. 


Of Madora on the big green rock. 
The Quake Medallion - Go past the 
witch's house in Dark World and 
follow the river to the right. Do this 
until you reach a circle of stones in 
the water. Throw a rock into the 
circle and it will disturb a demon. 


a semi circle of stakes sticking out 
of the ground. Bash two of them 
down and stand in the cordoned- 
off area. Now use the mirror to 
warp back into the light world and 
use the Book Of Madora on the big 
green rock. That's all for now! 
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ou’ve just been out and spent 
£50 on a game and what’s 
the first thing you ask for? 
Cheats and tips on how to finish 
the games as quickly as possible 


that’s what! Still, the public gets 
what the public wants so here is 
another selection of cheats for all 
you cart charlatans and game 
tricksters out there. 




2. Juice mode 

Are you finding the pace a little too 
slow? Are your Reeboks desperate 
for some fast action? Maybe not, 
but we have a cheat to cater for 
any speed-related whim. At the 
start of each match if you press any 
button 13 times and then hold B 
and X, it puts you into the incredi¬ 
bly speedy Juice Mode. These com¬ 
binations should be entered when 
It displays 'Tonights Match' on 
screen, then it will say 'Juice' 
instead. Now you can set the court 
alight as you burn down the wing 
and heat up the backboard. Flame 
on! 


1. CHOW CHOW - To be 
this long haired bespec¬ 
tacled fop, enter CAR 
then hold down LEFT, 
RIGHT, X. 


5. RIVETT - He may 
look like an escaped 
criminal but he is in fact 
one of the programmers. 
Enter the initials RJR 
and then RIGHT, START, 
and X. 


1 .Hidden players 

If you're bored with the basketball 
stars in NBA Jam, then maybe 
these secret characters are just 
what you need. To access these 
dudes what you have to do is this: 
Start the game as normal and then 
when the computer asks if you 
would like to enter your initials, say 
yes. Then you must enter one of 
the following passwords but only 
highlight the last letter of each. 

As an example enter the initials 
DIS (remember to only highlight 
the 'S', don't enter the actual letter) 
then hold down LEFT, START and 
A. Begin the game and you'll be the 
jammin' funkmeister George 
Clinton the lead singer of Parliment 
and the Pfunk Allstars. _ 

Just dig them crazy w 

dreads! Here we have a 
few more characters to I 

choose from including 
some of the game LsSTfc- 

programmers 




2. AIRDOG (aka Eric 
Samulski) - This seven- 
year-old wonder player 
takes his place on the 
court by entering the ini¬ 
tials AIR then pressing 
LEFT, START and X. 


6. DIVITTA - Another of 
the programmers on an 
ego trip I think. Initials - 
SAL. Buttons - LEFT, 
RIGHT and X. 


7. TURMELL - If you 
want a player who has 
got big hair then look no 
further than Mr Mark 
Turmell (MJT) then 
RIGHT, START, and A. 


3. WEASEL - Enter 
SAX and then press 
LEFT, RIGHT and X to 
get this shade-wearing 
spoon. 


3. Better defence 

Choose game and pick the team as 
normal. When the 'tonights match 
up' flash on the screen then press 
any button on the joypad five 
times. On the fifth time hold the 
button down until the tip off occurs 
and Bob's yer uncle you've got a 
much better defence. Allegedly. 


4. SCRUFF - This long 
haired scruffy get can be 
under your control by 
entering ROD and then 
holding down RIGHT, 
START, and X. 


8. KABUKI - This bloke 
looks like he should 
have eaten a few more 
of his greens. (QB_) then 
LEFT, START, and X. 


4.Super Dunk mode 

This is a particularly good cheat for 
NBA Jam. If you press any of the 
buttons 13 times whilst circling 
round on the 'D' pad you should get 
the Super Dunk mode. Now you 
should be able to score some extra 
spectacular baskets. 


That's not all though. 
You also have the 
option to play as the 
President or Vice 
President of the United 
States! Yes, big Bill 
Clinton and not so big 


Al Gore make star 
appearances in NBA 
Jam! Yoikes! Enter ARC 
and hold down LEFT, 
START, X and you'll be 
boomshakalakin' with 
Bill! For Al Gore try NET 


then LEFT, RIGHT and A. 
Apparently there are a few more 
hidden players including a star 
appearance from Mortal Kombats 
Rayden. We will bring you all the 
codes as we get them. Now have 
you got all that? Nice one. 
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NHPLA HOCKEY 


Minesotta V Washington 

H5J3V79RM4ZVHW2P 

Winnipeg V New Jersey 

H5L19CY59FPZPT22 

Buffalo V St Louis 

BN7Y34ZSP46DIT4R 

Washington V Los Angeles 

DHYLKFDGB0B0B402SP 


Quebec V Vancouver 

HZ2B48N9HY55MK8W 

Chicago V New Jersey 

HFPY7KLT9VXYCFV1 

New Jersey V Toronto 

C4Z358NMFJG3JMK0 

Calgarry V Montreal 

FZV795XCZ344SNSM 


Boston V Chicago 

B14J9LOYLTCP9LDS 

Vancouver V Quebec 

G75X97V90T0M6MN 

Vancouver V Boston 

HFNB55PZ9WLTMZSM 

Edmonton V Buffalo 

HL61CRJ3NX49PT3X 


Boston V Minnesota 

B17F5MF0ZG238V8F 

Winnipeg V New York 

HTTRGHGWB79VHZP 

Detroit V Buffalo 

FFB1LC1K10YZW0V2 

































TRODDLERS 


useful hints and tips on how to suc¬ 
ceed at this mind molesting plat¬ 
form puzzler. It appears however 
that despite our help some of you 
are still having difficulties. What do 
you want us to do, come round and 
play the ruddy game for yer? Tsk, 
tsk, I don't know! Well to give you 
a hefty boot in the right direction 
here are the level codes for the first 


1. BLDT 

2. NSWT 

3. PYRMD 

4. CLRT 

5. SPHNX 

6. QRTT 

7. CNTRN 

8. RDGMS 

9. CRSSD 

10. SKPRIMD 

11. PCKDP 


12. PLLRS 

13. BZZZZZ 

14. FVRWS 

15. TGHTTM 

16. SYN 

17. TWTRBS 

18. DNTMX 

19. HLPMT 

20. HNNS 


Infinite flame thrower - 7E14 C604 
Infinite pulse rifle - 7E15 D408 
Infinite blowtorch - 7E15 E264 
Infinite grenades - 7E15 DC08 


SUPER TENNIS 

How are your lobs? Well to get an 
extra strong player on that most 
excellent of tennis games Super 
Tennis why not try this: 

Wait for the select screen. 

Grab controller two and press Top 
Left five times, X, Top Right seven 
times, and then X again. 

This should improve your racket 
handling skills no end and make 
weedy lobs and smashes a thing of 
the past. 


--—.- -- 

precise) we gave you a few very 


MEGA MAN X 

Why not try this little beauty we 
received off Richard Stone from 
Portsmouth? On the Armoured 
Armadillo stage you should travel 
on a couple of mine carts. When 
you reach the open air there should 
be a series of birds flying around. 
Shoot all of these and then rather 
than going through the door to 
face old AA himself climb the wall 
above it. At the top you should see 
the Professor dressed in a very 
smart Karate outfit. If you appraoch 
him he will give you a Ken/Ryu 
Fireball which will kill just about 
everything in your path. This 
should help your maverick mashing 
no end. Cheers Richard. 


£.\J IcVtfia dvi yuu iiavc iiv/ 

excuses now do you? 


ACTION REPLAY 
CODES 


ALIEN 3 


ROCK 'N' ROLL 
RACING 

Choose any of the four vehicles by 
entering 1-4 at the end of 7E02 AGO? 
Infinite Plasma rifle - 7E0E 9507 
Infinite nitro - 7E0E A907 
Infinite Jump Jets - 7E0E AD07 
Infinite lives for player 1 - 7E1A 6002 
Infinite lives for player 2 - 7E1B 
B002 

NBA JAM 

Infinite Turbo Speed 

{Player 1)-7E07 8A20 

Infinite Turbo Speed 

(Player 2) - 7E09 5A20 

Infinite time - 7E0CCBA5 and 7E7CC503 

and the all important burnt-off nets 

7E0093E1 

SUPER EMPIRE 
STRIKES BACK 

Infinite Lives - 7E01 AC05 
Infinite energy - 7E0C F620 


JURASSIC PARK 

Infinite lives - 7E02 A304 


Well that seems to be it for the 
month but before we go here 
ore 0 few Gome Genie codes; 
Mortal Kombot 

BDB4 DD07: Sweat into blood 
E62F 3044: Liu Kang's uppercut 
really kills 

DC61 14DD: Enables the player 
to begin with Goro, cool huh? 


DIAL-A-TIP 

HINTS N TIPS N CHEATS N POKES 

CHEATS GALORE 

Oa&1 445 937 

(LAST WEEK'S MESSAGE - 0891 101 235) 

NINTENDO CHEATLINE.0891 445 769 

CONSOLE GAME TIPS.0891 445 772 

GAMEBOY & GAMEGEAR CHEATLINE.0891 445 771 

STREET FIGHTER 2.0891 445 940 

DESERT/JUNGLE STRIKE.0891 445 957 

MORTAL KOMBAT.0891 445 987 

SUPER MARIO WORLD.0891 445 924 


COOL SPOT 

Infinite Lives - 7E00 D403 
Infinite Energy - 7E00 DOOF 
Unlimited Time - 7E00 CEFF 
Select any level you want by 
adding 00 - 10 at the end of - 7E00 
AA?? 


DRAGON BALL Z 2 

Infinite energy - 7E02 21FF 


IF YOU'RE HAVING PROBLEMS WITH A GAME, WHY 
NOT CALL OUR QUESTIONS AND ANSWERS SERVICE 
TO SEE IF WE CAN HELP 

0891 445 768 

ALL CHEATLINES ARE UPDATED EVERY WEEK 


GUIDING LIGHT COMPUTER SERVICES LTD 

PO BOX 17, ASHTON-UNDER-LYNE. OL6 OWW. 

IF YOU'RE UNDER 18 PLEASE ASK PERMISSION 
BEFORE YOU CALL. MAXIMUM CALL CHARGE £3.68 
CALLS COST 39p PER MINUTE CHEAP RATE AND 49p PER MINUTE ALL OTHER TIMES. 
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OUT TO LUNCH TIPS 



P ierre le Chef eh? Food 
finding frolics may be 
immensely amusing 
but how about adding a i 
little more spice to your I 
mushroom-hunting, ^ 

cabbage-bagging 

life. If you didn’t jCVev 
already know, 
there are secret 


rooms and level warps aplenty 
dotted around the various lands 

* and our little french bonvivant 
^ just loves to hunt them out. So 
* here we go with a few hints 
and tips on how to uncover the 
^ ^ hidden bootie and sur- 

Vt^ prises in this pleasant 
cuisine-related 


platformer. 


Level 1 

If you can collect all seven ingredi¬ 
ents and deposit them in the cage 
in 45 seconds a warp door will 
appear above the exit door which 
will take you to GREECE, level 1. 


Level 3 

Ring the bells at the top of the level 

in order from left to right and a from the safe onto the open safety 
huge snowflake will drift down, deposit box. 

Run into this and a door will appear 
at the top of the screen and upon 
entering you will find yourself in a 
secret bank vault. Jump repeatedly 
on the safe to get plenty of cash. 

Also get an extra life by jumping 


Pierre grabs a number 45, a number 32, and two 
helpings of 12. Then be puts them in a cage?! 

Level 5 

Collect the flames found up In ‘the 
gods. Use it to light the highest 
piece of pottery and enter the door 
for a fruity bonus! 


Level 1 

At the top of the screen get Pierre 
to Jump on the trunk of the left 
hand tree to release loads of olives. 
These will stun you so avoid them 
but keep Jumping until the golden 
olive appears. This will allow you 
access to the Greek ruins and plen¬ 
ty of goodies. 


Level 5 

Go to the top left hand corner of 
the level. Here you will see what 
appears to be an inaccessible plat¬ 
form on the right. Jump from the 
far left upwards and to the right. 
You will cross a hidden platform 
and reach the warp door. The prob¬ 
lem is you've only got 30 seconds 
to make it before the door disap¬ 
pears. If succesful you'll be trans¬ 
ported to SWITZERLAND level 8. 


Level 4 

Walk left, drop down and Jump up 
into the wall on the right. Hey 


000670 


Level 6 

Ring the bells in the following 
order, bottom left, bottom right, 
top left, middle right. Low and 
behold a snowflake will appear 
which should allow you access to 
the fruit bonus level. 


It's a Greek bonus room full of genuine Greek 
cuisine - sweets and cakes and pop! 


Level 8 

Stun the cuckoo in the clock using 
your flower bags and capture the 
birds that swirl around its head 
with the net. A door should then 
appear in the clock and, on enter¬ 
ing, Jump on the egg to release 
several flying clocks for which you 
will receive five extra seconds per 
clock. Time flies! 


Hot countries like tbe West Indies throw up a 
whole load of insect-related trouble. 


Eating lots of hot food gives this chef the added advantage of being able to breath fire. This 
should make the run-away potatoes a little hot under the collar. , ‘ 









































i i & 


«j6*JADU>U3e^ 


Mexico proves to be a very dangerous place 
indeed. You'll need your wits about you. 


Unless you collect tbe snow boots Switerziand 
can be a very slippery place to be. 

presto you're in the warp and best 
of all there's no time limits. 

Level 6 

KiJI the aubergine with the gold 
medal around its neck(!?) and enter 
a level stuffed full of cakes, sweets 
and one-ups. 

Level 8 

Drop into the teleport below you. 
When you've made the teleporta¬ 
tion jump up into the arch above 
you and a spring will boing you 
into the warp, but only If you com¬ 
plete it within the first 45 seconds 
I'm afraid. Pierre will end up In 
WEST INDIES level 1. 

WEST INDIES 

Level 3 

Jump to the platform on the left 
and run as . Use the spring to jump 
up the left hand side. The first hut 
you come across should contain a 
warp door to level 6. 


There's some wonderful Greek architecture for 
a little galloping gourmet to admire. 


Level 4 

There's a door at the top of the 
screen that remains open for a 
mere 12 seconds so leg it up there 
and enter the secret coconut bonus 
level. 

MEXICO 

Level 1 

You've got 40 seconds. Go to the 
right hand side of the screen on the 
moving platforms. There you'll find 
a teleport which will take you 
upwards. Above you there's a 
spring, use it to jump straight up 
and warp to level 2. 

Level 3 

The hidden spring on the ground 
level platform should blast you at 
45 degrees to the right. From here 
leap left to the teleport. When at 
the top left corner of the level drop 
down to the platform below. A hid¬ 
den spring in the statue's head will 
fire you into the clouds. Stay to the 
left and you'll land near the warp 
to level 7, but only if you've com¬ 
pleted this manoeuvre in 60 sec¬ 
onds or less. 

Level 5 

Again a race against time. Run to 
the bottom avoiding the spikes and 
then teleport. You'll appear at the 
top of the screen where you must 
run and jump to the left and enter 
the door. All this has to be com¬ 
pleted in just 15 seconds. 

Level 6 

The stone edifice that stretches 
from the top to the bottom isn't all 
it seems. Inside is a teleport and if 
you walk into the rock on the right 
you'll be teleported to the secret 
Indiana Jones room. 

CHINA 

Level 1 

Chase the egg to the bottom left 
hand corner and bounce on its 
head. This will not only stun the 
egg but also catapult you up a plat¬ 
form. Then it's into the warp to 


Life's a beach and If Pierre chilled out a little 
he could sit back and soak up some rays. 


Level 8 

Light the lanterns by jumping up 
underneath them. If you manage to 
Light them ail at the same time a 
door will appear in the bottom left 
corner of the level, on the platform 
just above the ground. To reach it 
use the hidden spring in the floor 
or jump on a vegetable's head to 
gain extra height. 

Ring the bells in order. L-R and the snowflake 

will drop but be quick to catch it. 


Having collected the required number of maverick fruit and vegetables then you can escape to the 
next level unless, of course, you've found a level warp. 


level 4. Sadly you've a pitiful 16 
seconds in which to complete 
these actions. Or else! 

Level 3 

Leg it right to the very top of the 
maze and through the door to 
reach a grand selection of goodies. 


FRANCE 

Level 1 

Pierre loves his onions so collect 
four of them before getting any¬ 
thing else. Deposit them in the 
cage and a door will appear in the 
bottom left hand corner. 


Level 6 

Run to the left and use the super 
jump to fire yourself to the top of 
the screen. Land in the middle of 
the top platform and follow the 
maze back down. This warp will 
take you to the Chinese fruit bonus 
room. 

Level 7 

Collect the bamboo first and 
deposit it in the cage. Then rush to 
the secret teleport found behind 
the square background blocks in 
the maze { just right of the clock). 
You will be transported to the top 
of the level. If you Jump left you 
can enter the Chinese plate spin¬ 
ning room. Keep them spinning for 
just 15 seconds by jumping 
through them and you'll get an 
extra life. 


Level 5 

You have 30 seconds to run left up 
the slope (ignore the door for now) 
and jump on to the slope that runs 
left to right above the door. Keep 
climbing until you reach the tele¬ 
port this will take you to the top, 
then fall down the tube. The door 
should now be on your left. Gasp, 
pant, wheeze! 


Pierre jumps in a teleport somewhere in Greece 
and ends up somewhere else, in Greece. 
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NEW ENTRY 


GAMES 


THE ULTIMATE GUIDE TO GAMES BUYING 


KING OF THE 
MONSTERS 

Takara 

Jap Import 80% 

Some hugely enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal for a single player is 
questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic laugh. 
Godzilla meets Streetfighter! 

LAST FIGHTER 

Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures small and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two player mode though, but 
best suited to young kids. 

MORTAL KOMBAT 

Acclaim 

Official 90% 

Does not quite claim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with loads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 

RANMA14 

Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 

The wide variety of characters 
and moves available are backed 
up by fluid gameplay and 
sparkling graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of big daddy 
Streetfighter 2. 

RANMA 214 

Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highly. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 

Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visually very 
similar to Final Fight but with 


small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 

SONIC BLASTMAN 

Taito 

Jap import 89% 

Not a conversion of the arcade 
game, but a brilliant use of the 
characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 

Capcom 

Official 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 


most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor¬ 
geous. You’ll play this one until 
your finger drop off. 

BEST OF THE BEST 

CHAMPIONSHIP 

KARATE 

Electro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DOOMSDAY WARRIOR 

Renovation 

Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is full of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 


but it’s not all that bad. 

FATAL FURY 

Takara 

Jap import 75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 

Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting challenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FINAL FIGHT 2 

Capcom 

Official 72% 

Not the most original beat ’em 
up on the market, but definately 
one of the best looking ones. 
Basically it’s too easy and really 
is not worthy of your hard 
earned cash. 

FIST OF NORTH STAR 

Toei Animation Co. 

Jap import 70% 

Although this game seems shal¬ 
low and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 


beating up a mate. Sad and 
pathetic in one player mode. 

CLAYFIGHTER 

Ocean 

Official 82% 

Realistically, this isn’t going to 
give SF 2 a serious run for its 
money-there’s not enough 
playability for that. But it still 
offers something new and fairy 
original to those tired of endless 
SF 2 clones. Some of the moves 
will have you rolling around. 


true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it’s just as 
simple as that. 

STREETFIGHTER 2 
TURBO 

Capcom 

Official 95% 

Totally addictive head bashing 
fun. Quicker, slicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 


Technos 

US import 83% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this title. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionable lastability 
for a single player, but the best 
game of its kind for two fighters. 

TKO BOXING 


Sofel 

US import 70% 

A reasonable boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 


ALIEN VS PREDATOR 

Activision 

Jap import 59% 

Oh dear. A top licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is less 


indistinct graphics and not 
much else to recommend it. 
Avoid it at all costs. 

BATMAN RETURNS 

Konami 

Jap import 91% 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evil Penguin 
and battle against his hordes of 
destructive and twisted clowns. 


NON MOVER 


▲d 

_Acclaim 92°o 

T2) 

Renegade/Sony 85^o 

A 3) 

_Nintendo 94°o 

T4) 

JVC 95% 

©5) 

Nintendo 92°o 

A 6) 

_Nintendo 92°o 

Tv 

_Capcom 88°o 

Ts) 

U.S.Gold 81% I 

©9) 

Hudson SoftA/irgin 79°o 

© 10 ) 

Electronic Arts 88°o 


There are so many 
SNES games 
around that the 
Index is evolving 
into a 'best of’ 
list. When new 
games are 
released and 
score 85% or 
more they go 
straight in. Games 
scoring less come 
out. Look out for 
the Yellow flash - 
it’s Super Action’s 
seal of approval. 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT'S HERE. 


SA SUPER ACTION 







































repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IN TIME 

Konami 

Official 85% 

This gives the Turtles a new 
breath of life. Beautiful looks 
and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero style 
level where you mount a turtle 
surfboard and head off along a 
superfast highway. 

TUFF E NUFF 

Jateco 

Official 85% 

If there had been no SFII then 
this would be the benchmark for 
beat ’em ups. The sprites are so 
manic at times it’s scary. 



They all move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended tun. 

ULTRAMAN 

Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out any of 
my dosh on it though. 

WWF ROYAL RUMBLE 

LJN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. If you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 

TURTLES TOURNAMENT 
FIGHTERS 

Konami 

Official 93% 

An SF2 Turbo clone that isn't 
bobbins! Unbelieve I know but 
Tournament Fighters has top 
notch graphics, crystal clear 
sonics, special moves galore 
and excellent gameplay. A fight¬ 
ing game to rival the master! 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL. 


AGURISUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Ooh! Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 


Super Mario Kart and to much 
critical acclaim. It’s all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 

Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven’t got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

NIGEL MANSELL’S 
WORLD 

CHAMPIONSHIP 

Gametek 

US Import 85% 

One of the best ‘realistic’ driving 
simulations you could possibly 
get your grubby little mitts on. 
It’s fast, smooth and it really 
captures some of that formula 
one racing excitement. Above 
all. World Championship is great 
fun to play and provides all the 
thrills and spills of the worlds 
greatest racing circuits. 

FI EXHAUST HEAT II 

Seta 

US import 95% 

Here it is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There’s 



enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was definately made 
for racing games. 

KING OF THE RALLY 

Meldac 

Jap import 87% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 



There are ten sections to com¬ 
plete and it all makes a rather 
nice racing change. 

OUTLANDER 

Mindscape 

Officiai 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
different weapons and lots of 
helpless victims to shoot- it’s all 
very playable stuff though it can 
be a tad repetitive. 


TOP GEAR 2 

Marubeni 

Official 93% 

Top Gear 2 leaves all its split 
screen racing rivals floundering 
in the pit lane. It has single 
handedly improved the standard 
of the SNES two player car rac¬ 
ing genre. A massive improve¬ 
ment on the classy original with 
endless new and exciting 
options to keep all you budding 
road hogs amused for hours 
and hours. This game is excel¬ 
lent in every department. Rev it 
up and burn some rubber! 

LAMBORGHINI 

Titus 

Official 83% 

Contributor chap Jason loved 
this game. The rest of us went 
hmmm, it’s not exactly Top Gear 
2 is it? Still, if you love rear-view 
racing games, like the idea of 
betting on your races and own a 
SuperScope then this is well 
worth checking out. Let’s say 
it’s a servicable racer with a 
couple of added extras. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to fall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attention for 
an hour or two. You slip into the 
shoes of Satoru Nakajina, that 
most famous of F1 heroes, and 
have to go through the regular 
jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MAIMO KART 

Nintendo 

Official 94% 

You probably know the verdict 
for this one already. Perhaps the 
best driving game ever. Choose 
between eight of the most 
famous Mario characters. Split 
screen, 2 player, stop the traff¬ 
ic, rock ’n’ roll action. Spectac¬ 
ular graphics, unbelievable 



sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 

SUPER OFF ROAD 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 
The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (boo!) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the Super NES and is ready to 
race, leap and spin his way into 
your open heart. 



TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 
Run, only this time with split 
screen two player mode. The 


INDEX GUIDE 


graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


TOTAL CARNAGE 

THQ 

Official 80% 

Not the best game ever wit¬ 
nessed but packed full of some 
of the wildest and most grue¬ 
some action you’re ever going 
to see on the Super NES. It’s 
similar to Super Smash TV. Neil 
prefers Total Carnage. 

ALIEN' 

Acciaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
kind of category. 

AXELAY 

Konami 

Official 91% 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant shoot ’em up stuff. 

LETHAL ENFORCERS 

Konami 

Official 87% 

Its high price tag might put off 
quite a few potential punters, 
but if I were you I’d seriously 
consider this purchase. It’s the 


best shoot ’em up you’re likely 
to see for a while and it can be a 
laugh being Dirty Harry. 

R-TYPE III 

Officiai 

84% 

An age old gaming genre that 
has been imaginatively 
redesigned to create scrolling 
shoot ’em up action at its very 
best. Great use of mode 7 
means that slowdown which has 
plagued so many before is now 
a thing of the past. Particularly 
atmospheric tunes and detailed 
backdrops only add to the 
excitement of this totally wild 
blasting test. 



COSMO GANG 


Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 



CYBERNATOR 

Konami 

Official 91% 

Clumping around in a large suit 
blasting the living daylights out 
of aliens. This is what video 
games shoulb be all about. 


FLASH 


If you want to know the score Keep an eye out for 
- check the index. seal of quality. 






us import 70%-^ 

ReasonAle boxing game with lit¬ 
tle to di^guish it from any 
other bcling game. The graphics. 


convey the atmosphere of real 
boxing. There are some nice 
samples and lots oLguitar, it 


quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everything about your various 
attributes. 



Gsm Title 

Software Company 

Super Action’s score: This Is 
checked regulan in case the 
game loses its flavour. 


Game Staus: Official or 
Import (Japanese or 
American) 

Review: We have tried to 
include all the relevant 
Infomglim- Obviously In the 
interests space it has been 
pared dowa but oar views are 
sMi worth taking note of. 
DWl Buy a game until 
you’ve read about it here. 


\ 


The price of games is no joke and we are well aware of it. if 
you are thinking of buying a game then check it out here first. 
If it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


F-ZERO / 

Nintendo x 

Official/ 91% 

still regapeled by many as 
the to/NES racer, this 
m/seven special is as 
a<laictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
heel reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash Is 
the indication of a MUST BUY. 


SUPER ACTION 85 















































There is an incredible amount of 
attention to detail and it is more 
than complex enough to have 



DARIUS TWIN 

Taito 

Official 88% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 

DESERT STRIKE 

Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to take part 
in. The helicopter is a joy to fly 
with plenty of missions to test 
out your skills. Good graphics 
and some great sound effects. 

GRADIUS 3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s “old hat”. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

EMPIRE STRIKES SACK 

JVC / 

Official 95% 

Jay got excited about this and 
not surprising with super slick 
and super creamy graphics, 
dream sounds and ream game- 
play. A Huge amount of levels 
will keep you at it for months 
and although the platform bits 
can get a tad repetitive it’s still 
one of the games of the year. 

MECH WARRIOR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There’s enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job, because 
you’ll need it. 

CHOPLIFTER 3 

Ocean 

Official 89% 

Top graphics, a fluid and 
responsive control method, 
plenty of targets, millions of 
missions and lots and lots of 
blood free fun. What more could 
you ask for? If you don’t like 
this game you need your head 
testing. 


PLDK 

Nintendo 

Official 80% 

There are some imaginative 
ideas here, but at heart.this is a 
run, jump and shoot platform 
game the likes of which we have 
seen on innumerable occasions 
before. 

PARODIUS 

Konami 

Official 91% 

Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for all SNES blast 



fans. You’d better bring a sick 
bag with you though. 

PHALANX 

Kemco 

Jap import 84% 

Much maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances-this is a gem. 

PDP ’N TWINDEE 

Konami 

Jap Import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was quite a 
good little cart. 

STAR WING 

Nintendo 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. 

SUPER ALESTE 

Toho 

Official 89% 

At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 


seven graphics that add greatly 
to the challenging pyrotechnic 
hell fire action. 

SUPER PANG 

Capcom 

Jap import 89% 

Not Strictly a shooter, but you 
do have to blast things. Pop the 
bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small nightmare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but the constant 
jerky scrolling and lots of slow¬ 
down mean that this is a heavily 
overated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever seen. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it’s exciting and it’s an 
excellent film licence. The best 
shootie you can buy with state of 
the art graphics, bags of levels 
and plenty of diversions. You can 
play as Luke running and jumping 



or dive into his Landspeeder for a 
spin and even get under 
Chewbacca’s skin. One of the 
most complete games we’ve had 
in the office with a diffculty level 
to tax the best gamers. 

SUPER SWIV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Vic Tokai 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 
influences, so if you’re into 
those kind of things this just 
might be right up your street. 


SUPER PROBOTECTOR 

Konami 

Official 89% 

SuperProbotector was the very 
first review to appear in 
SuperAction. Graphics, sound 
and gameplay are all pretty bril¬ 
liant as you bounce around 
blasting everything in sight. 

Miles better than ghouls and 
ghosts and one of the top ten 
essential purchases a year ago. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. Yawn. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents 
this cart being great. 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
future shock blast. 

WING COMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
too similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
tricky challenge. 

WINGS 2 

Namco 

US Import 82% 

WWI air time with the crates of 
the Royal Flying Corps. Power 
up your squadron to complete 
missions in strafing, dog fight¬ 
ing and bombing. Chunky 
graphics and deeply arousing 
patriotic music make this one of 
the best flight sims available. 


^ STRATEGY ' 

GET THE OLD GREY 
VIATTER ON THE BOIL WITH 
, A TAXING CHALLENGE. . 


LOST VIKINGS 

Interplay 

Official 89% 

A SNES release that requires lat¬ 
eral thinking, patience and 
endurance. What a refreshing 


change! Good enough to make 
you burst into song. Ohhhhhhh, 
the graphics are beefy and 
bright and the sounds are uplift¬ 
ing alright, the gameplay is as 
sound as Olaf is round but the 
end is a wonderful sight. That’s 
quite enough of that. 

CAMELTRY 

Taito 

Jap/us import 86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun. 
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make sure you get the vastly 
enhanced and much bigger US 
version. It has far more levels 
than the otherwise fabby 
Japanese version. 

SUPER PUnY 

System 3 

Official 86% 

Yes, you’ll be amazed at the 
graphics and yes, you’ll have a 
top laugh playing it for hours, 
but once you’ve reached a cer¬ 
tain level of difficulty you proba¬ 
bly won’t be quite so keen to 
continue playing. This game has 
everything except enough long 
lasting appeal. 

FACEBALL 2000 

Bullet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 
best mate. There’s also a hidden 
game only accesible through a 



wierd password combination. 
Simple graphics with some 
basic sound effects. 

LEMMINGS 

SunSoft 

Official 87% 

A spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
quality classy game. 

YOUNG MERLIN 

Virgin 

Official 89% 

What an absolute whopper! A 
truly huge game which provides 
a most enjoyable alternative to 
the Zelda series of carts, and in 
many ways is a whole lot more 
playable. Pleasing graphics, a 
good sound track and plenty of 
puzzles, challenges and varia¬ 
tions make this a polished little 
game with plenty of lasting 
appeal. 


MARIO IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 
taxing for gradutes as well. 
Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going forages. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
all important clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcade 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode seven. 
It’s very entertaining and it’s 
enormously playable. 

SIM CITY 

Nintendo 

Official 92% 

Gorgeous, involving and utterly 
fabulous conversion of the clas¬ 
sic home computer favourite. 
Build yourself a city, keep it 
going and if you get bored, 
knock it to the ground using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sounds are just about up to 
the job, but this deserves its 
score on its enthralling and 
excellent gameplay alone. 


86 SUPERACTION 





























SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn’t suffer because of it. 
Guide a glittering spinning top 
around mazes of trapdoors, 
short cuts, lifts and all manner 
of awkward obstructions. 

SUPER BOMBERMAN 

Hudsof1%oft 

Official 95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your hot 
headed mates without a care in 
the world. Excellent. 

WORDTRIS 

Spectrum Hotobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. It’s fast, infuriating 



and lots of fun - just don’t kid 
yourself that it’s an educational 
and you’ll do fine. 

YOSHI’S COOKIE 

Bullet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. Well, I quite enjoyed it. 


^ , ADVENTURE ' 

HERE BE DRAGONS. THIS 
Sb THE REALM OF SWORDS 
, AND SORCERERS. . 


ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in facta 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

JURASSIC PARK 

Ocean 

Official 91% 

An excellent combination of var¬ 
ious game styles so brilliantly 
put together that it leaves you 
with that good all round action 
packed extravaganza feeling. 
Blast those dinosaurs to hell and 
make your way to the mainland. 
It will take plenty of frustrating 
hours until completion. 

PALADINS QUEST 

OFFICIAL 

85% 

Dave describes the gameplay as, 
and I quote, “brilliant”. Now 
believe me, he’s not one for 
banding around words of such a 
complimentary nature in any cir¬ 
cumstances, so this must be 


particularly good. All a decent 
RPG should be, gripping story¬ 
line, lots of action, and loads of 
puzzles to solve. This is up there 
with the RPG big boys, so check 
it out! 

FINAL FANTASY 2 

Squaresoft 

US import 89% 

Although this looks incredibly 
dull, the sheer depth and scope of 
the game make it an instant clas¬ 



sic. Shoddy graphics are greatly 
enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

MIGHT AND 
MAGIC 2 

Elite 

Official 90% 

Dave orginally wanted to give 
this 96% but we tied him down, 
poured lots of hot coffee into his 
system and his deranged mind 
eventually floated back to the 
realm of reality. Worth 90%. 

SECRET OF MANA 

OFFICIAL 

88 % 

Another of Dave’s specials this 
one. This is role playing perfec¬ 
tion even more so than all the 
other RPGs that Dave has 
reviewed and claimed to be 
superb! Glossy graphics and 
soothing grooves are merely the 
cherries on top of a substantial 
gameplaying cake. A mon¬ 
strously huge game that’ll take 
ages to complete, but don’t 
sweat it, there’s plenty to main¬ 
tain your interest. 



LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous looking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you’ll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 

Laserbeam 

Official 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

Enix 

US import 93% 

This absolutely fabulous 
(dahling) role playing game is 


easy to get into and will have 
you playing it at all hours. It’s 
the grown up version of Zelda. 
The plot is dark and mysterious 
thus giving it plenty of atmos¬ 
phere. You’ll be playing this for 
weeks. The graphics are detailed 
and often stunning, with good 
use made of the Super Nintendo 
hardware. The music is fine and 
the gameplay is deep and 
involving. This represents excel¬ 
lent value for money. 

YS111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph¬ 
ics and a huge adventure to 
complete. Everything about this 
reeks of quality and the only 



thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 

ZELDA3 

Nintendo 

Officii 95% 

Last and certainly not least. 
Zejda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game¬ 
play and months of challenge. 


PLATFORM 

AS •/VIDE RANGING A 
CATEGORY AS EVER GOT 
INTO AN INDEX. 


CLAYMATES 

Interplay 

Official 89% 

Enjoyable and amazingly addic¬ 
tive plasticine platform romp. 
Excellent claymation graphics 
with just a little twist of harsh 
gameplay make this one a treat. 

DUCK DODGERS: 
MARVIN MISSIONS 

Marubeni 

Official 90% 

Daffy Duck appears as Duck 
Dodgers in the 24 1/2 Century in 
this space age adventure with a 
difference. Mostly platform 
action with bags and bags of 
Warner Bros hilarity. Top notch 
graphics, plenty of gameplay, 
an absolutely wicked soundtrack 
and those wonderful speech 
samples. Mother! 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ooky and 
kooky and everything moves 
perfectly. It certainly isn’t a two 
minute platform game this one. 


ADVENTURE ISLAND 

Hudsonsoft 

Official 87% 

This bouncy game has the best 
music that you will find on any 
game for the SNES. The game¬ 
play is a bit dodgy and a touch 
easy at times but it’s worth a 



play. Just try to calm any fears 
you might have about cutesy 
graphics and you shouldn’t do 
too badly with this. 

ANOTHER WORLD 

Interplay 

Official 91% 

More platforms than blasting 
mean that Another World nar¬ 
rowly makes it into this catego¬ 
ry. The graphics are very 
unusual polygons, but are put to 



good use and exceptionally real¬ 
istic. The music is atmospheric 
and superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act and very addictive. 

B.O.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 


CHUCK ROCK 

Sony Imagesoft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing, eating 
anything with a pulse and of 
course saving your beloved 
Ophelia from the evil dinosaurs 
and the nasty bogey men. 


DRAGON’S LAIR 

Elite 

Officiai 91% 

Striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t just that bit 
bigger though. 

ALADDIN 

Capcom 

Official 88% 

Beautifully animated sprites that 
move fluidly over superbly 
detailed backdrops. Sounds like 
a treat doesn’t it? Unfortunately 
Aladdin is not as magical as it 
could or should have been. It’s 
all mouth and no trousers, gor¬ 
geous graphics but no real sub¬ 
stance or serious challenge for 
experienced gamesplayer. 



FIRST SAMURAI 


Marubeni 

Official 89% 

A classic game from way back in 
the mists of time. It’s a mystical 
platform adventure with a little 
twist of oriental magic. A tad 
low on levels but full of playabil¬ 
ity and fine sound effects. 

GODS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
heads of the crowd. 

LAWNMOWER MAN 

Sales Curve 

Official 86% 

3D cyberworlds in yer face! Join 
Dr Angelo on a virtual mission 
to hell and back. Battle armed 
soldiers, fit through virtual 
worlds and work out tricky puz¬ 
zles. An excellent chill out game. 

HOOK 

Sony 

Jap/us import87% 

Although this can be slow, it still 
manages to keep you Interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 
It’s one of the most fluid, 
playable and attractive games 
available on the SNES. Don’t 
forget to pack your tights. 

MR. NUn 

Ocean 

Official 93% 

An exremely classy platform 
romp to rival the likes of King 
Mario. A super powered squirrel 
with one hell of an attitude and a 
mighty big tail storms his way 
through endless beautiful levels 
to battle the evil and 
massiveYeti. 


BUBSY 

Accolade 

Official 87% 

The fur ball with attitude is here 
to save the day. Help Bubsy rid 
the world of the horrible 
woolies. Collect up the yarn 
balls, squish the bad guys and 
jump the gaps. An average plat¬ 
form romp basically. 

JOE AND MAC 

Elite 

Official 90% 

Spot on conversion of the Data 
East coin-op and a credit to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 

Nice graphics, excellent sound 
and a whole load of gameplay. 

JOE AND MAC 2 

irem 

Jap Import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. Have a go 
it’s just possible that you’ll 
never look back. 

KRUSTY’S SUPER 
FUNHOUSE 

Acclaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. This is classic 
platform action. 

SOCCER KID 

Ocean 

Official 84% 

There’s plenty to this game to 
keep you going for ages and if 
you decide to leave it for a day 
you may resume play as there’s 
a password system available. 

COOL SPOT 

Virgin 

Official 94% 

Take a stroll down quality street 
and the kids will be playing Cool 
Spot on their SNES. Utterly 
wonderful graphics and a char¬ 
acter with so much charm that 
people sit around and watch 
others playing the game. The 
gameplay isn’t perfect but even 
platform-hater Alex loved this 
game. Cool Spot is a true star. 

MARIO ALLSTARS 

Nintenut) 

Official 92% 

All four ancient Mazza games 
revamped and slapped onto one 
cart. An immensely creative cart 
with more levels than you can 
shake a NES at. A tough chal¬ 
lenge for anyone. 

MICKEY MOUSE 

Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. One small 
winge might be that the game is 
a little too easy to completebut 
you get your money’s worth. 


SUPER ACTIONS! 








































There’s no certainly no doubt 
about that kids. 

MEGA MAN X 

Capcom 

Official 87% 

This is Mega Man’s 16Mbit 
debut and it has made quite an 
impression on us. Excellent 
graphics, as we’ve come to 
expect from Capcom releases, 
and imaginative platform action 
make this look and play very 
well. Can we have some more of 
this please? 

PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 
respect, this game has proved 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 
absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric and brilliant SNES 
soundtracks to date. 

ROADRUNNER 

SunSoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Officiai 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. The transportation ele¬ 
ments add a touch of variety, 
which is much needed in plat¬ 
form games of this ilk. Fast, furi¬ 
ous, frantic fun. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie or Action Replay. 


SKUUAGGER 

ASC 

US Import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn’t shine. 

SUPERCASTLEVANIA4 

Konami 

Officiai 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 
Fabulous in every respect and 
very, very urmm... large. Play as 
the tough Simon Belmont, vam¬ 
pire killer extraordinaire. 

SUPER GHOULS ’N’ 
GHOSTS 

Capcom 

Official 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capcom coin-op. 

SUPER MARIO WORLD 

Nintea^ 

Official 95% 

This game is synonymous with 
the greatest console in the 
world, so it’s going to have to 
be a stonker isn’t it? As much 
platform playability and hilarity 
you can get out of a cartridge. 
Good king Mario is here with all 
his merry chums and this game 
is totally fantastic. 

TINY TOONS 

Konami 

Official 90% 

One of the most fabulous games 
to wander into Super Action 
Towers. Massive gorgeous 
graphics, smart tunes and some 



unbelievable gameplay. The car¬ 
toon tie in has already shifted 
plenty of these but it’s worth it. 

SPACE ACE 

OFFICIAL 

90% 

With trim perspectivised 3D 
graphics, challenging gameplay 
(frustratingly so at times) and 
pleasing graphic sequences 
from the actual arcade game. 
Space Ace is most definitely a 
top of the range SNES game. It 
is a difficult one to place into 
any particular genre because 
there are so many varied gam¬ 
ing styles v^ithin the one cart. It 
therefore falls in the catch-all 
category of adventure, but there 
are also platform sections, 
scrolling shoot 'em up sections 
and puzzlers galore. Well you 
know what they always say, 
variety is the spice of lifel. 


AERO THE ACROBAT 

SunSoft 

Official 87% 

A weird platform adventure with 
just the right amount of addic¬ 
tive pulling power to keep you 
hooked for a long while. The 
size of the arena means you’re 
probably gonna get lost occa¬ 
sionally but what the heck you 
can deal with that. Some people 
may like it more than others. 


SPORTS GAMES 

ARMCHAIR SPORTS 
FREAKS STEP THIS WAY, 
IT'S PARTY TIME. 


CHAMPIONSHIP POOL 

vinose^e 

Official 91% 

An age old game brought back 
to life in this amazing simulator. 
Silky smooth graphics and 
excellent gameplay make this 
game just too addictive. Buy it 
now and you won’t leave the 
house for months! 

NBA JAM 

Acclaim 

Official 92% 

If you buy a copy of this, it’ll be 
one of the best purchases you’ll 
ever make. You can fake the 
funk on a nasty dunk on a nasty 
dunk if you want, but I’ll be play¬ 
ing boo ya with the big boys. 

SIDE POCKET 

Vic Tokai 

Official 85% 

As pool simulations go, this is 
quite the most ridiculously over 
the top game you are ever likely 
to see - and we love it. You can 
do bizarre things with the cue 
ball, perform impossible feats of 
cue control and still have time 
for the odd trick shot or two. 
Realism goes out of the window 
but this is still a brilliantly 
playable and interesting game. 

BOXING LEGENDS OF 
THE RING 

Electro Brain 

US Import 87% 

An excellent boxing simulation 
with more than it’s fair share of 
action and playability. Massive 
well animated sprites, great 
sound effects and a tad of 
blood/saliva thrown in for good 
measure. This has to be one of 
the best sports sims available 
for the SNES and should provide 
hours of nose crushing, jaw 
shattering entertainment. By fair 
means or foul you must get a 
copy of this cart, you won’t 
regret it, we promise. 

CAL RIPKEN JNR 

Mindscape 

Official 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 


your thinking you’ll be missing a 
tense two player bonanza that 
will rise your blood pressure. 


DAVID CRANE’S 
AMAZING TENNIS 

Absolute 

US import 92% 

Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the. 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

PILOTWINGS 

Nintendo 

Officiai 93% 

The first game to show off the 
sense of depth and realism that 
mode seven backgounds create. 
A top combo of tests in any 
form of flying imaginable, it’s 
over a year old but still addic¬ 
tive. Each event presents a more 
engrossing challenge and if you 
can stop playing before you fin¬ 
ish it you’ve got no soul. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

MAJOR TITLE 

Kiss UK 


Official 89% 

Nothing to do with Hannibal 
Lecter, this is golf! Play for cash 
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and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golfing titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 
faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

BRETT HULL HOCKEY 

OFFICIAL 

86% 

Graphically not as good as NHL 
Stanley Cup, but at least you 
have some idea of what is going 
on, and those speech samples... 
they’re superb! Not to put too 
fine a point on it, this is a pretty 
dang good sports sim with plen¬ 
ty of skating action and body 
checking amusement to be had 
by all. What more could you 
possibly ask for? 


SS SUPER ACTION 


KEVIN KEEGAN’S 
PLAYER MANAGER 

Anco 

Official 81% 

Don your curly perm wig and 
you are Kevin Keegan! An excel¬ 
lent balance of skill and strategy 
to please all those footie fans 
that have been craving for a 
good player manager game for 
the past million years. 

SUPER KICK OFF 

Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 
cated and hard game that has 
depth and oodles of lasting 



appeal. Graphically, it isn’t muc i 
actually but that isn’t the point 
as it isn’t trying to break any 
new ground. Until Kevin 
Keegan’s Player Manager came 
out it was nevertheless an 
essential purchase. 

NCAA BASKETBALL 

Nintendo 

US import 90% 

When this game came in the 
office everybody was trans 
formed in to hi-top wearing 
giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 

Electronic Arts 

Official 84% 

Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph¬ 


4 

\ 

t 

5 SECtJND'^ 1OLJIT 1 ON 


ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did’’ action replay. 

SENSIBLE SOCCER 

Sony Imagesoft 

Official 85% 

The classic football game from 
way back hits the SNES with a 
less than large smash. It’s a 
good middle of the road football 
cart but doesn’t have that Striker 
shine. It’s quite sensible though. 

PEBBLE BEACH 
GOLF LINKS 

T&ESoft 

US Import 90% 

As professional as Langer, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 


of commendation. The statistics 
storage facility, amongst the 
multiplicity of good points, is a 
brilliant feature. Although there’s 
only one main course for you to 
play about on, you’ll definitely 
come back for a quick round 
time and time again. Excellent. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 
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plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 

SUPER BOWLING 

Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

PINBALL DREAMS 

Gametek 

Official 89% 

The first real pinball simulator 
on the Super Nintendo and it’s a 
good one, well it’s the only one, 
so you’ll have to like it or lump it 
anyway! Simple graphics with 
very advanced scrolling and 
excellent sound effects make 
this look and feel like the real 
thing. With four different tables 
to choose from, you’ll find this 
to be everything you could want 
in a pinball game. 

SUPER TENNiS 

Nintendo 

Officiai 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this release really 
comes into its own in the two 
player mode. Fast and furious 
tennis action at it's absolute 
finest. 

RIDDICK BOWE 
BOXING 

Extreme 

Import 88% 

Big butch comedy boxers scuff 
it out in a revamped idea from 
yesteryear. Spend a little time 
with this release and you’ll soon 
be hit by its addictive punch. 
Having said that, you won’t be 
reeling on the ropes by its 
graphics or music score, but it’s 
enjoyable to play with or without 
a partner. Frankly Harry, we’re 
pretty HP with this. 
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The Shop That Delivers 


USA 

Aladdin.£29.99 

Battletoads.£19.99 

Bubsy.£24.99 

Doomsday Warrior.£ 14.99 

Lethal Weapon.£14.99 

Mickey Magical Quest.£29.99 

Robocop vs Terminator.£29.99 

Toys.£14.99 


UK 


Send SAE for Clearance 
USA titles from £ 14.99 


SNES USA SCART 
£1 19.99 


Used UK/USA 

Large stocks of used titles - Call 
A few examples: 

Adventure Island.£20 

Dragons Lair.£15 

Populous.£20 

S. Aleste.£20 

Kick Off.£15 


Aero Acrobat.£44.99 

Championship Pool.£42.99 

Cliffhanger... .£24.99 

Daffy Duck.£46.99 

Empire Strikes Back.£54.99 

Equinox.£42.99 

FI Pole Position.£42.99 

J. Pond Crazy Sports.£36.99 

Jurassic Park. 

Lamborghini. 

Lawnmowerman. 

Meglomania. 

Mortal Korn bat. 

Mr Nutz. 

Mystical Ninja. 

NEAJam ..... 

R-Type 3 


Troddlers.£36.99 

Wolfenstein.£42.99 

Major Titles.£39.99 

Tiny Toons.£39.99 

Pro Adapter.£19.99 

Standard Adaptor.£9.99 

Multi Tap. ..£24.99 


£46.99 

£46.99 

£42.99 

£29.99 

£52.99 

£39.99 

£36.99 

£49.99 

£47.99 


UK SPECIAL 

Actroisers.£24.99 

Amazing Tennis.£24.99 

Bob.£24.99 

Captain America.£24.99 

First Samurai.£24.99 

Lethal Enforcers.£64.99 

Out to Lunch.£24.99 


Top Gear 2.£42.99 


Pugsley Scavenger Hunt.£24.99 

Road Runner.£24.99 


Rock & Roll Racing 
£39.99 


Sky Blazer.£39.99 

Super SWIV.£24.99 


Young Merlin 


»ung n 
£39. 


+ MORE - Call 
All prices include VAT 
Postage: Please add 
£1.50 


CansaleCannectianSj Unit 2, Old Bake UausBlanB, Chapel Street, Pemance, Comwall TBIBBUi 
Tel: UJSB 331131 - Open IBam - Spm 
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Tetaphime 0374 838621 
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COMPUTER + VIDEO 
EAME5 


THE FIRST JAGUAR SPECIALIST 

This is no crap 



RAIDEN, 


,£274.99 

TEMPEST 2000. 

.£49.99 

..£39.99 

SKART CABLE. 

.£14.99 

..£39.99 

P.S.U. 

.£9.99 

..£39.99 

JOYPAD. 

.£24.99 
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NEXT MONTH IN ISSUE 23 OF SUPER ACTION 



We finally get a sneak 
preview of Mirage’s futur¬ 
istic beat ’em up as we 
travel to their offices and 
they make us cups of t^ 
and offer us sticky buns. 
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RESERVE YOUR 


SUPER ACTION 


Dear Newsagent, 

Please would you reserve/deliver^ a copy 
of SUPER ACTION every month for: 

NAME. 

ADDRESS. 


Note to newsagent: SUPER ACTION is available on a 
sale or return basis from CO MAG 

^Delete as appropriate 


f 

S- 

See va next month! 


ACCOLADE FEATURE 

We take a long hard look at some of the projeots 
Accolade will be throwing your way in 94/9S^ a^d 
see if they’re any cop. 


POST CODE 


JURASSIC PARK 2 

Purely fictional sequel from Sony Imagesoft as 
you chase dinosaurs around a theme park and 
shoot everything that moves with a big 
grenade gun. 
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KICK OFF 3 

Imagineer’s latest soccer creation comes 
under the microscope next month as we give it 
a proper kicking, erm... I mean review. 
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Hilariogs head to head 
1 or 2 player fighting action 

Huge 16 Meg cartridge 
with unreal graphics & 
fully digitised speech. 

Loads of mind • 
boggling hidden^^^^^f 

combinations. 


« BIGGEST characters | 
^ ever seen in any 
H| SNES game. 

Il^ Versus mode to ^ 

■ match your wits 

against your friends. 



















